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JULY SPECIALS 



JUICY OFFERS 



7 The new Editor - Matt Nicholson steps into Fete 
Connor's shoes and looks forward to a brighl future with Arnold 
and Joyce, 



22 Booting up CP/M - Supplied (tee wi!h all the 
Amstrad disc machines, the CP/M operating system can unlock 
Che power of your computer, We supply the key with this new 
series, part one starts here. 




45 Absolute Beginners - Andy Wilton moves 
on to part thraa of our guide to programming in Basic, with a 
look at hi-rea graphics. 



100 Spin dizzy Guide - Cantgei to tl 
Moon? What you need is our full playing guide lo 



Mastergarae. 



the Crescent 
playing guide to this classic 



88 Fairlicjlit Map - The whole of the castle 

snapped our before your very eyes 



HOT REVIEWS 



30 Laser Genius - Bogged down in machine code? 
This package will find those bugs fast. 

34 Making MUSIC - Make Arnold sing for his 
supper with Minstrel or Music Box. 

46 Shogtttt — YouVe read ihe book, you've seen the 
Dim, now play the game with Virgin's masterpiece. 

47 Starqudbt — Romp your way through 513 caverns. 

48 Harvey Headbanger - Happy hour head- 
aches with Harvey and Hamiah - a truly original game. 



54 Heavy on the Magick - PUgnm lover? 

everywhere I AA's done it at last! They've made an adventure 
Mastergamet 



62 Botttbjftck — Addictive bouncing bomb disposal. 

62 EgufalOM — Colourful arcade piling m a disused 
asteroid mine, 




81 Win! Win! Win! ™ With an AA competition 

96 Mail Order » Stacka of juicy offers with free gifts 
thrown in! 

98 Special offers — Save yourself a fortune! 
Minerva database, Amor s ProtexL Spell and Merge, Baiman, 
Mexico 'B6 and games from Gargoyle and Voitex at cut price. 



104 Free Widgets! - CetafreeThingi, Joyaiickor 
Dual Cover for year Amstrad if you subscribe to AA here. 
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ACTION REGULARS 



7 Ed^Lines — Announcements, engagements, and all 
that's new in Sunny Somerset, 

8 Re Actions ** Seven pages of your view*, news, pleas 
and problems, featuring Problem Attic, lor those iQchmcaJ 
problems. 

19 Am Scene — Latest news on the Amstrad front. Will 
they launch a PC compatible? check these pages. 

26 Plug-Ins - Andy Wilton looks at two Rom boards 

and the latest Rom software. 

30 SerioUS Software - Databases Magic Filer. 
Data Gem and Carton's Condor 1 s plus wo books lor the PCW 
range. 

71 Adventure Games - The Pilgrim looks at 
some hot new adventures, and all that's new in the adventurer's 

world. 



77 Type«lns m How to mimic the Commodore Amiga 




82 Hi -ScOlre - Have you beaten the beat? 

84 Cheat Mode — Beat the game with tips and pokes. 

100 Charts - Your favourites. 
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i missed the Rim but t Ve.got 
afl faction heft... In fact ff 
Thorn wanna /rote Ramko 5frftes 
BacKaii they have to <to film me'fn 
SCtfcfl on thr5 joy5tjcK. J pictetf up my 
rtiacft/jne gun f wiped £>i/t fra/f the jungle 
with my ettptosft/e war head, (thats 
not mybmini), but that iook-out 
post just beeps on zapping me — 
111 get him next time found 
j fia*errt got to. ifte chopper yet,, 
rue got to get my act together, 
•if Thorn fiMfsaw my test 
attempt itU only be good for 
flambo Games on Lai 
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Ocean Software Limit 
6 Central Street Manchester M2 5NS,Tetephone: 061 
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The instructions teM me{*m Donouarc, with 
a mission ^ wm that guyi a reaf teephfil | 
fiwfc fhe next thing I hnew I tws mnnfng j 
down the corridors of 'the Mother 5hip f yeh, 
running!, just a quicH flip on the joy$tk:h 
* and t was jumping heatf over heefs, a 
raaf Waiters Conner job ower some 
(wer crazy robot Then t got into the 
communtpu ter - laying charges to , 
blow the ship to kingdom come, 
^sj^j^^ng the WDDU5T formula 
and getting wised up 
on them robots.. 
/Hfh^uerosee 

; you tetet tfuraj5 are 
, getting $&t frwfcyf 
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and arf^ f to<rfr fine 5lm? CUeh c^sh to^^n^waylts miftyrri- I 
on (fe|»H L Sr^rmg<>/>Tg foratfUStf 
rea/h«vy gwMfrte pto^and.XjORaCW eprtwcrffi., 
/ fieft th£t fctoch, .Qfisjf l NnEWurfIr fiei cafted the 
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ADvermjRe 



The amazing, combined text and graphics adventure generator enables 
youto producefast, compact adventuregames with the minimum of effortand 
the maximum of creativity Stunning graphics can be created quickly and easily 
with the powerful picture generator that has many features including:- dot, 
cirde, elastic line, ellipse, fast fill, shading, step by step review, easy editing and 
the ability to merge pictures. 

The comprehensive, intelligent command interpreter can handle complex 
sentences and multiple input commands. There is also an extensive text com- 
pression facility that allows you to produce far more detailed and numerous 
location descriptions. Plus a full function editor, automatic word formatting, a 
logical command interpreter and an abbreviated input acceptance facility. 

So unleash the power of your imagination now with The Graphic 
Adventure Creator, foryour Spectrum, Commodore 64, BBC B or Amstrad. 
Available from all leadfng retailers or direct from Incentive on 0734 591678. 

INCENTIVE SOFTWARE LTD. 54 London Street Reading RG1 4SQ. 




fpleaw rush me, THE GRAPHIC 



I 
I 
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| lendoseCheque/POfor£ 

j or please debit my Credit Card 



ADVENTURE CREATOR 

□ Commodore 64 

□ Spectrum □ BBC 8 □ Amstrad 

□ Cassette £22.95 

□ Disc £27.95 (All formats except Spectrum) 
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This Issue 

Arid a packed issue ii lu log l As usual Bob has Waded into nearly 
25 games, and is suffering badly from Joygtick Claw. Mast a r- 
game, (or the first time ever, is an adventure: Ifoavy on the 
Magick, But take a look at Harvey Hoadbanger too - it nearly 
became MaeT&rgairie While you're at it, Shogw is just over Lho 
page, if Trevor had Mi hi* way ii would have been Master- 
game. And that's just scratching the surface. 

Fans of the Pilgrim will be glad to see that he has siaygeied 
back from his monthly quest with more goodies, Five pages trom 
the quill, including the latest from bevel 9. 

For the more studious out Cover story launches a new 
series that, over the next months, will tell you how to make the 
most of GF/M, And for those of you into expanding, Andy looks 
at Rom boards. These handy add-on* alJow you to use Rom 
software oven faster than a disc drive and with a host of other 
advantages too. Also catching Andy's attention was Laser 
Gemus, a powerful machine code development system for all 
you hackers. 

Meanwhile Ihe Art Team were busy producing playing 
guides lor those of you lost in Spindizzy or Fairhghr. and you 
have been turning out plenty of letters, playing tips, hi-scoras 
and reviews. 

Last but not least we've gol plenty of special offers, 
subscription deals and competitions. This issue si arts here 



Page Bottom 
Winners 

Remember the competition we 
rem in our Winter ttujes, oik*ng 
ror Inventive suggestions for the 
Utile phrases at the bottom of our 
pages? WeH, we were inundated 
wfth replies many of which have 
a If cod y oppeoied. Ahe* much 
deep though* we hove decided 
on thftie of ttie winners; 
Per d&fg day enjoyment,. .Head 
the mag wtth byte J Chapman! 
Qr on thorn, Line*. 

It's a peach... La creme de fa 
crem* P G Worrotl, Ayr. (Jusl 
one of o very long UsH) 
Read thst„.Or Til kill you Barry 
Griggs, Chatham, Kenl* 
A £25 voucher for software hos 
be&n sent to these focky wlnneri. 



Incoming Ed - Port 2 

Here I aiti at last and, contrary to 
the impression thai you might 
have got from my picture- in the 
May issue t 1 do - as you can see 
comb my hair occasionally* 

Seriously though, I am now 
sitting w Pete's old chair and 
looking forward to a bright fu- 
ture with AA. As Editor of What 
Micro? / watched Amstrad con 
puters rise from being: the new- 
comer on the scene to Yiriuatty 
dominating ihe home computer 
market. And then he launched 
ihe PCW8256, turning the small 
business market on its head. He 
now shows every sign of doing 
the same to the PC market 

Amstrad Action has done 
preny well loo, In my view it is 
one of the most colourful user 
mags on the market and stands 
head and shoulders over th& 
competition* But thm I am 
biased. 

One of the seasons for the 
success of the Amstrad micros is 
their flexibility tfl<?y make a 
mean games machine but have 
the power to allow you to run a 
business (after ail - we use 
them!), make music, write 
powerful programs^ and a host 
of other apphcanons. Qvet the 
coming months Amaliad Action 




will reflect alt of this and more. 
Ultimately though it is your 
magazine. We aim to print what 
you want to read, 

And all from Suhny Some- 
rset it certainly makes a change 
from London town* and a very 
pleasant one too. 



Curat F*R a 
INSWAP 




CARTOONS! 

What happened to (he cartoons 
then? Send us your cartoons and 
you might see (hem in glorious 
black and white on these prist 
ine pages. Send (hern to Trevor 
Gilham at the address on this 
page - if he likes ihem he ll use 
them. 



Help us help you 

Let us know what you^e got, 
what you like, and what you 
want. Fill in our Question- 
naire a a page 102: and jou 
could win a voucher worth £Z5 
ud help as give yoo a better 
mag. 
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Seven whole pages of letters! But we're certainly not 
complaining. There's plenty of controversy, pleas For 
club details {including the 'No-Joy' Fraternity J";., support 
for the besieged 464, ond plenty more, 

And 'Problem Attic', launched last month, seems 
to hove token off with a vengeance. Got problems with 
Pokes? finding they don't work with disc-based 
games? Read Problem Attic. If you don't find the 
answer to your problem there then write to us, The 
combined brainpower of A A might be able to come up 
with the solution. 

Finally! please don't send stamped addressed 
envelopes with your letters. I'm afraid we can't answer 
your problems individually — we're to busy producing 
Amstrad Action! If your problem is of interest it'll be 
published in the next issue tiny way. 

The address for your problems, objections* con- 
gratulations! tips and views is: 

Re Action, Amstrad Action The Old Barn, Sornerfcn, 
Somerset TA 1 J 5AH 




Save the 4641 

If the excellent CPC464 is under 
threat as much as you and 
everyone else makes it out to 
the time hm come when we 
ought to Gunk about setting up a 
'DON'T KILL THE 464' pressure 
group, 
David Finer 
Hayes p Middlesex 

It is very difficult to say at this 
stage whether Alan Sugar will 
drop the 464, It has sold very 
well and £$ being heavily sup- 
ported by software houses and 
peripheral manufacturers alike, 
bat his purchase of Sinclair will 
undoubtedly }?&d 10 $0me $Ort 
of Nationalisation' in the near 
future, fjrz sure he is awsre of 
the loyalty that mists towards 
little Arnold, bur perhaps we 
should all writs to him anyway? 

1 would certainly prefer to 
ha vG r 484 to a Spectrum of any 
kind any day. hut then I am 
biased! 

Hype bubble 

I wish we were back in 1983 
computex-wise. You know, 
games going for £3 a shot. Not 
like today when you have un- 
original, boring games, packed 
in huge junk cases and costing 
at least £5.98 each. Games of old 
were packed in comparatively 
plain. normaJ-sised cassette 
cases . but inside one would find 
wacky , original and lasting fun. 



1 still uke to load up the old 
classic fet-Pac now and (hen. 
Now, all Ultimate can product 
are arcade-adventurea* all 
based on the &ame idea. 

As the months of 4 83 ticked 
by and the real computer boom 
began we realised that the days 
of our humble Vies were num- 
ber ed, In came the Spectrotd, 
Sicky-four and more recently 
the Amaplat, With them came an 
odd phenomenon known &s the 
hype bubble- This is filled with 
hoi air emanating from the 
glossy adverts and flashy pack- 
aging that can be seen on the 
shelves of high street stores like 
W H Smith and Boots. All these 
stores are interested in is the 
quantity of adVE-rttsing and the 
amount o! discount they can get 
for buying big numbers of a 
game. They are not interested 
in the quality of the games, after 
all they don'l play them do they? 



As happened in the video 
business the computer hype bu- 
bble will burst. The effects will 
be as fallows: 

L The high street stores will 
drop computers quicker thiui 
you can say "Oh God. not Manic 
Miner pan 792'. They have no 
loyalty lo computers or to aoft- 
wurehouies. 

2. Ocean will go bust. 

3. ReaJtime. Llornasoft and other 
similar smallish} soil ware com- 
panies wiIj ge: the wide spread 
success they deserve. 

4. Without WHS eic, games will 
become cheaper (no need for 
the extra profit which they take) . 

I reckon she bubble w*U go 
bang and bury the computer 
boom in late Autumn of this 
year. 

Rtk The Rodent, 

Editor * 'W^y of tne Rodent 1 

[Smalltime mag thfct no-one 

rfrtds) 

Comnor* Oxoa 

C&ntrovemai what* / would 
disagree with you on two points 
Firsdy, what about die Master- 
ironic games or Firebird's Sil- 
ver range- 3 Plenty Of excellent 
games th&ra for only £1.99; just 
one example being 'Harvey 
Heedb&nger*. an AA-Fav* this 
month. On your second point 1 
don 7 .remember the High Street 
shops dropping the video 
phenomenon like a hoi potato, I 
don't rememember them 
dropping video si slif 




Mooning Minnies 

First I m-usi say how mega and 
ultra fantastic the magazine is. (If 
[ get a bee tape Ml have any 
except Ainsoft tapes.) 

To the next point Why do 
ail the €64 owner* have to moan, 
They're at it in every issue ! see 
of Arnsfrad Action. I wonder il 
the 825$ owners will be doing 
the same. I think they all should 
shut-up and be thankful they've 
got a computer with 64K* which 
ijr a lot better than 4SK or 32K. I 
haven't even got a disc-drive 
and l*m not complaining* 

Oh. by the way. before t 
forget; are you giving any more 
fiee games away? I got Kung Fu 
and Number One, and then 1 got 
the Covenant but what f think Is 
wrong is that you put the price 
up to ELK), The game was sup- 
posed to be free, sz why the 
extra 50p? 
Anon 

BridUngion, N Htimberside 

Mfnd your Ls and Js 

I must say that I feel the Coven- 
ant is excellent and as of yet I 
have only seen about six lo- 
acions , roll on the other 230. 1 am 
equally pleased with the other 
demo games on the Jape. What 
a breakthrough, you spend 
£1.50 on a magazine and get five 
games as well. I ask myself, is 
AA going tg do for the magazine 
world what AJ an Sugar has done 
for the home computer 
industry? 

Well done for an excellent 
publication, this is the only AA 1 
have ever purchased, but it cer- 
tainly will not be the last. One 
last point, to SAVE a game from 
within Covenant you press r S' as 
per the instructions, but you 
have to press %* to load a saved 
game and not 'J' m was printed. 
Mr SJ Woodford 
Worthing, Sussex, 

Thanks for the tip* sorry about 
Qie misprint, and I don Y think an 
extra 50p is too much to ask for 
five antra games, either! 
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Customer disservice 

Have you noticed how software 
prices seem to be climbing 
higher all the lime? The norm 
on the Amsirad used to be £8.S9 
but new zi bag riser, ro £9,95. 
You would think that with the 
increase in prices there would 
be an increase in customer ser- 
vice, but this is not always the 
case, as [ have recently found 
out. 

T have just purchased Inter- 
dicior Pilot by Supersofi. which E 
ordered from a computer club, 
the normal price being £17,93, 
Only one side of the tape would 
load, so I wrose to Supersoft 
asking if I should re I urn it for 
replacement, I received a small 
slip of paper with the following 
answer. 'The program on the 
reverse side of ihe cassette is 
the same m the first tide - as 
long as one aide works* there is 
no need to have the tape 
replaced 1 . 

Considering the high price 
you would think they would 
treat their customers better than 
that. Both aides may be the same 
but if Maaterixcnic can produce 
tapes with two working sides, at 
thoii prices, then surely anyone 
can. Needless to say 1 won't be 
buying from Superset again 

Thanks for the best 
Ainstrad magazine on Che mar- 
ket. Long may you reign 
supreme, 
Allan Mayers 
C wmbi an, Gwent 

You've got a point, but you've 
also got a working game. 



Don't knock computers! 



Trua letter is adctre&sed to all 
those people who knock com- 
puters for the fact that children 
only play games 'en them %nd 
gain no real benefit. Jug! sit back 
and think about this, 

jfj.liave two young children 
(aged seven and five} who 
enjoy pi&ying games that 
have bought* rather tfcatf lean** 
ing about programming and 
making up thek own game?. I 
am no longer bothered by this 
because I Itam found (hat 
playing the games has had the 
following effects; 
1 . It has improved their reading 
ability, vocabulary spelling, 
2 It expands their imagination 
bo& off and on the computer 

Desperately Seeking 
Software 

Does anybody know anything 
about the Sega games Buck 
Rogers or Spy Sutler? Accord- 
ing to the latest Artisoft 
catalogue they are 'New Re 
leases ( haven't seen them in 
the chops and I don't know any- 
one who has. Also has anyone 
seen the game FRAK! from 
Ardvark? Has it even been re- 
leased an the Amstrsd? 

Last month Stephen Jones 
(no relation to me) asked about 
binders. I know several people 
who would appreciate binders, 
lt. eluding me. 
Rhf a Jones 

Peterborough 

Bad new I'm afraid, the Sega 

games are stiff not ready, and / 



(some of their high -score met- 
sages are unbeiie vabie i ) 

3, it ftaa fitlproted fhetr hand 
and eye co-oidiriaiiors, . 

4. finally, it is familiarising them 
with compute ta^ which can only 
be good for the future, 

ti&ving satd all that I would 
grill like to obtain educational 
software- for thfcm. but cannot 
find much available (perhaps 
you could help with an article 
on what's around at *he 
moment?) 

Until then I'm more than 
happy to lee (hem playing 
games. 
Keith Todd 

Waterloo* Meroeyaid* 



doubt rh&y mli b& tor little 
while yet. Much the same app- 
lies to Frak. Amsoft have the 
rights for Sega games or Arnold 
in this country. 

Binders for AA are still not 
available, but ere being made 
up and will be on 
offer in our pages 
in the next issue 
or so. 



Other paiexito, take note! 
We have already done a survey 
of the educational software 
available for. educating Arnold, 
in our April 1986 issue. If you 
w&xit a copy. send & cheque for 
£L33 to Back ismes 1 at the ad- 
dress in the front of the 
magazine 





Man without Joy 

As founding member of the 'No- 
Joy* group, that m the "Amsirad 
owners who haven't got round 
to getting a Joystick 1 group, I 
would like to offer my program 
to other members of the group 
who would like to play your 
Battle of Britain Demo in your 
May issue. 

On my 6128 only one joy- 
stick. JOY 0 t is supported by a 
Port. JOY 1 i* covered by the 
keys E 5\ "K\ B T B and "G* 



/J 

respectively, 

My program redirects the 
junipblock address at to 
a liltle routine which checks JOY 
1 instead of JOY 0. This happens 
because, after calling the joy- 
stick chock routine in lower 
ROM, the L register contains 
JOY 1 info and the H register 
JOY 0. The demo program then 
usei the L register instead of the 

f M Worsley 
Fare ham > Hants 



1 ! TAPE 

2 FOR F=&450e TO 14509* READ dfzPOKE l>UA 
L C"t l1 +d*):NEXT 

3 POKE &cBB24i 8-C3 SPOKE tcBB25* 0 SPOKE &BB26 
f M5 

4 DATA ES^CD, 7,45,?D,El >C9,CF t E5,90 

5 RUN " DEflOA I R . BAS " 



PS U the letters editor in his 
infinite wisdom decides to: 

a) Prim Otis lonor. 

b) Provide some term of re- 
muneration for the many hours 
of trunking nnfi key Mppincr in 
volved in its production, 

then 1 will gladly form the 'Lots 
of Joy' group. That is ihc 



'Amsirad owners who wangled 

a joystick out of Amstrad Action' 
group. I know the initials don't 
match. Put it down to artislic 
licence 

f rn sure all members of the 'No- 
Joy * Club will fre very graieful . . 



► 
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Support your Pilgrim! 

I personally prefer Adventures 
to Shoot-era-ups, although 
there's noihing wrong with 
them. But 1 like Adventures and 
[ call out 'Give the Pilgrim more 
space 1 . 1 got so fed up I put the 
grey matter to work - I've done r 
review of AA, comparing Action 
Test with the Pilgrim 
Average no, pages in AA - 
UM 

A'»L[*gt no. pi.qes in Action 

Test -22.2 (24.9 # *) 

Average no Pilgrim pages - 6.6 

(7.4%)! 

As you can see, adventures 
don"* do so we& Even the ads 
get more pages! 1 agree there 
are more "Shoot-em-ups* than 
adventures, but that is no 
excuse, It might be better if 
Cheat Mode covered adven- 
tures, bur ii doesn't 

My comments are not direc- 
ted al Bob Wade especially, but 
to rum 1 say Shove over and 
give Pilgrim room to breath V 
Apart from this fault your mag is 
tab. Long may you live and 



prosper. 

Paul Nlcholla 

Ho dries don, Herts 

Come on/ You 're moaning about 
over six pages devoted to the 
PifgrimP There aren't many 
mcigs that give that mucJi 
coverage to adventures - and I 
would point out that this month s 
'MsstergamE* is an acfverifUro-' 





Repairing Arnold 

At laat we've- convinced Dad to 
tak$ up your * sublet Option offer ^ 
after all he roads your yoor Ace 
Map as wsll, (it's the tody we he 
understand* tj. 

We think that Amatrad Ac- 
tion has just got to be the best. 
ITs written in good old Wen 
Country language unlike the 
other Axnsrrad mags. With all 
the Technical jargon wo somel- 
unes wond er who buys thentl 

How about giving loading 
tunas in your reviews? Also* as 
#i* been around long 

enough for tho od4 problem* to 
develop, especially with load- 
ing, why not give some inform- 
ation on repair centra*; wh«e 
they are, typical costs etc; or 
even DIY solutions. Show your- 
self to be thft magazine that re- 
ally cares. 

Paul and Clare Willdna 
Bristol 



In our effort* to get yon 'the 
jtiiti&w as s&Qtf as a gamgt-hits 
the shops we often look at. pro- 
releasB versions^ w ver&kmffon 
disc* the loading* fim&s are 
not always representative of 
flnai product. Loading- times 
don *i really reflect tiw guahty of 
a product tether - suffice it to 
say f.W 70« tvytf usually have 
time to mate yourmff a ci^Bf 

We Aire "aware o/ flu? odd 
pr&bfem with .fafldmjr soAw&Jto 
an efle although if is itoty 
Jn&liabfe a^ lnic/w go, /f you do 
ha we problems it if . : os^sUy bast 
to go through the shop where 
you bought the jtraehirjg,. wAa 
wiN ejtrw fir /? tJiemsrefivM or 
send it back to Amstrad If you 
still have problems, Amstfttd's 
Customer Service number is 
(0S7T) &3G&8£ If you have pro- 
btetttit vfter ih*b iet us know! 




* My fkpifrdtion 




Call for clubs 

1 was disappointed not lo see 
my name reside the programs 
for transferring three adven- 
tures to disc - Colossal Adven- 
ture, Return ro Eden and The 
HobbiE although 1 did appear 
in ihe Lords of Adventure 
column. I didn't expect payment 
for the programs but at least I 
thought you ought to have given 
a little credit for all the hard 
work! 

I would like to gat in touch 
through your pages with any 
others like rne who like lo trans- 
Fer adventures ro disc r as I find 
Irus as much of i challenge as 
the adventure itself, 

And how about a list oE 
Amstrad clubs. There must be 
lots or Arrtscrad owners in the 



Birmingham area but t don't 
know of any clubs. If there is a 
dub nearby could someone leU 
me, or maybe interested people 
could write to me with the idea 
of forming one, 
Alex Aird 

113 Bromford Road 
Hodge Hill 
Birmingham 
136 SrOt 

The Pilgrim is grovelling before 
the appropriate god as we 
speak? 

If you have any success with 
clubs, do lor us know, and if 
anyone vise wants /g recoJU- 
mejid a club, write and Tell us 
with the full name and address 
for other potential members. 



PROBLE 



Disc pokes 

3 have recently purchased a 
B12B. and 1 must say that f am 
most impressed with the load- 
ing speed and the amount of 
memory storage space the 
Amdtrad discs can handle, 
Naturally enough, I went 
straight out and bought a load of 
disc software, completely disre- 
garding the lape range. My nexl 
idea was to get some briUianl 
magazines with some pokes or 
hints for the games 1 bought, 
and some reviews of future soft- 
ware. 1 know this sounds like 
sucking up. but your mag was 
the only one on the shelf worth 
erven considering, 

TJniorfunaiely t toon dis- 
covfjrfid :hal although the hir^s 
were great, L couldn't use any of 
the pokes for my games. Is 
there any way you can suggest 
(without spending a lot of 
money on hardware, or re- 
buying my games as tapes) that 
I could apply these pokes to my 
disc? 

Mark SoilmajL 
Ringmer 

J am afraid that pokes for .Mpe 
games just don't work on disc 
versions, The reasons are quite 
complex,, but are basically 
down to the different kinds of 
protection routines used with 
the different formats. Most mpe 
game pokes work by first of a/I 
getting round the mpe loader, 
tisid then poking the appropri- 
ate values into the appropriate 
addresses to give yon infinite 
lives, or whatever. Unfortunate- 
ly It has (o be done differently 
with disc-based games. 

However, if any of our more 
ambitlQUtf readers would care to 
send us pokes for disc-games 
they would make a lot of rc 
adcrs happy, and could win 
themselves gUtmring prizes! 

Not quite a 
Computer Widow 

I'm a computer widow, Arnold 
is to blame, but you ve got to 
tajse your share. When he's not 
typing in your lisrings he's read- 
ing AA. 

I'm on a loser unless you 
get mo answers to the following 
-tasl: 

1. Cheat modes: He's got the 
cheat mode for TS AM JSW. but il 
doesn't work on the disc 
version. Can you help? 

2. He spent 3 days doing a one- 
fingered job on Musjc Com- 



poser in your Feb issue. Great! 
Chopin in the making Until he 
found out that il didn't explain 
how to incorporate it in the 
program he's designed. You 
save it as a binary Qle h bui then 
what? 

3. And then you gave him The 
Covenant freebee AND the in- 
structions on how to transfer it 
to disk, It doesn't. That was ano- 
ther 2 o'clock in the morning 
saga. 

Come on AA lel% have 
some answers, 

Incidentally I wonder if 
there are any other wives out 
there who have become com- 
puter widows. Is this a pob foi 
Sagarman? 
L Harris 
Canterbury 

You sound fairiy conversant 
about Arnold for a computer 
widow! Perhaps you have 
caught the hug just a teensy 
weensyhit? 

However, down to the seri- 
ous stuff. On your first point, 1 
simply refer you to Mark 
Sollman 's letter above. 

Your second point is a Uttte 
more complex- Using such a 
bmary file in another program 
depends on your ingenuity as a 
programmer. If you feel up to il. 
examine the listing of Music 
Composer to discover the form 
In which the music is saved, and 
go on from there, ff anyone else 
hss played around with this, do 
Jet us know what you've come 
up with. 

Finally, you are indeed cor- 
rect - the type-in for loading 
Covenant on to disc didn't 
work. Abject apologies for the 
sleepless night, but we have 
published a listing that works in 
our June issue on page eight 
Hope that solves the problem . 



! I I 1 A .' 
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Dots before your 
eyes 

Am a regular reader of AA. I find 
myself writing to you begging 
for HELP! please, if you or any- 
one can, After many games and 
hours on Sabre Wulf r my wife 
decided to try your 'Chut 
Mode-'. Alas to our shocked 
CyeS all She got was noshing. 
After typing in and running the 
"Cheat Mode 1 up came 'press 
play then any key 1 . This she did. 
The game started to load, then 
after 20 or 30 on the counter it 
mopped . The screen went 
black. Then white dots started 
to appear on the screen at regu- 
lar intervals, starting top left 
and going to top light, Then 
going down a line. Then across 
screen again, all the way down 
to the bottom right, Then back 
to the top again, until the screen 
was full of white lines going 
down the screen a regular 
intervals. 

So the machine was turned 
off (hen switched on again, the 
tape was rewound and started 
again without using the 'Cheat 
Mode 3 program. Up came the 
prompt 'loading Sabre Wull 
Block 1\ then 'click' the screen 
goes black and it starts all over 
again . The dot* start again. Gfi 
goes the machine, in goes ano- 
ther game, Perfect - no pro- 
blems- In goes Sabre Wulf, and 
again little white dots. She did 
not press REC or any other 
key when she did the Cheat 
Mode, So if anybody can HELP! 
please I would be very grateful. 

K Griffiths 

Anglesey. Gwynedd 

It would Appear that at some 
point, you ham corrupted the 
program on the tape. This is 
definitely not as a result of using 
the "Cheat Mode" program, as- 
eft!* does not write any inform- 
ation to tape, Information cannot 
be written to the tape without 
pressing- the Record key first 

li is difficult to say at what 
point the tape wae corrupted. 
The only point that it might have 
happened is if you turned 
Arnold off before stopping the 
£*p*. This can corrupt the 
program. The effects you ab- 
ort the screen sound like 



the screen memory being cor- 
rupted. and may have hap- 



pened because ycu typed the 
program incorrectly. 

Problems with pokes 

I've only had my computer for 
about 4 months, and as yet know 
very little about programming, 
or for that matter any other aa- 
pecr of computing, My success 
with games i* limited, hence my 
query. 

I seem to be having trouble 
typing in my progs. For 
example, the Spellbound poke 
given in your latest issue „ which 
when typed in gave me "Data 
exhausted in 30\ Likewise a 
similar thing happened when I 
typed in a poke for Nonterra. 
only this time it came up with 
Type Mismatch 1 . Imagine my 
annoyance when I typed in a 
game listing of some 360 lines 
from another mag, only to find 
'Data exhausted in 130'; yet. on 
checking, no typing errors 
were found. 

It has secured to mo that 
these progs were written on 
664 x but would that make them 
incompatible, or if the problem 
with my 464? Have I got a 
'rogue'? Also, I have it seems a 
fault on my volume control, just 
to add insult to injury. 
So there you have it, Please can 
you throw some advice in my 
direction before I become com- 
pletely bald. 
Dave James 
Stroud 

Keep your hair on, Davei I 
doubt very much that there is 
anything wrong with your ma- 
chine to give this sort of error. 
The most likely came is simply i 
that you have typed the listing i 
incorrectly; this error message 
is likely to come up if you have 
mistyped any of the code in the 
DATA statement line 60 of the 
Spellbound pata. 

Listings printed in maga- 
zines are usually taken directly 
from a printout from the com- 
puter, and rarely contain mis- 
takes. But it is very important 
that every single character is 
typed in accurately, otherwise 
the whole program will crash. 
The answer is to check, cheek* 
and check again 

Error messages from 
Arnold, like those on most com- 
puters, are not that easy to inter- 



pret. For example, ifte error 
you encountered with the Spe- 
llbound poke ocmred at line 30 r 
as stated. However line 30 is 
telling Arnold to READ data 
from the DATA list on line $0. 
which is why 1 suspect your 
problem to be there. 

Tope to disc transfer 

Could you please help me, ] 
have an Amstrad GPC6128 and 
have had trouble transferring 
games from tape to disc, I 
bought Transanal* but found that 
a number of games didnU trans- 
fer and yet weren't on their 
TIES: (additional programs for 
problem tapes). Problem games 
include; Yie Ar kung Fu> Beach- 
Head. M&tchpoint, Matthday, 
Bruce Lee, Knight Lore. Kung 
Fu. Number J and Dynamite 
Dan. Could you please advise 
me on how to get these games 
to run on disc. 
David Marek 

Edinburgh 

There another program 
called Bomo Meddler from 
Nemesis that might do the trick, 
but it might not, Remember that 
copying commercial games, or 
software of any kind, constitutes 
a breach of copyright and as 
such is illegal. No one is going 
to object if you transfer them for 
your own use, but if you start 
selling copies, or even 0ve 
them to friends, you are brea- 
king the law. 

Utility of the year 

Many of your readers seem to 
be having difficulty with some 
tape based programs not load- 
ing on machines which are 
equipped with disc drives. 1 
also had problems with my 
CPC464 with the disc drive atta- 
ched and would like to pass on 
to others how my problems 
were solved: 

1 would like to nominate 
Beau Jolly 's 10 Computer Mrs as 
Utility of the year as it solved my 
problems with difficult 
programs, It has a small loader 
program before each game and 
this loader program . when run, 
restores the memory lost to 
disc. You then press CONTROL 
and small ENTER, as for normal 
tape load, and hey presto your 
program works, t hope this tip 



will be of as much use to your 
readers as it was to me. 
JP E Reynolds 
Southampton 

Many thanks for the tip, and yet 
another reason to buy 10 Com- 
puter Hits/ 

Battery backup 

Do you know of anyone who 
makes a battery backup for the 
Amstrad or any other S volt 
supply computer? The Amstrad 
has got protection against mams 
spikes and drop-outs, but not of 
course against the sort of inter- 
ruptions thai lightening causes, 
especially in rural areas like 
this with overhead cables* etc. li 
should be possible to fit a small 
rechargeable pack between the 
monitor and the 5 volt socket, 
Martin Clark 
Builth Wells, Powyn 

We don 'i know of such a pro- 
duct. You can buy a UPS {unin- 
terruptible power supply) from 
companies su ch as Al Com - 
puter Services^ Telford (Tel: 
095£-5iffiT37l This gives y o u 
around half an hour's use after a 
power cut - enough time to get 
data saved onto disks. But ifB 
cost you more than the com- 
puter did - around £500. 

Stunt Rider 

1 am writing this in frustration 
and anger. Like most Amstrad 
owners 1 have become a game 
addict, I sleep, eat and Talk 
Amstrad. The reason for this 
letter is because for 5 months E 
have been trying 'Stunt Rider 4 . 1 
have been gripping my joystick 
and tried to attempt SO buses 
but always crashing on the 46th 
bus, I have done everything you 
can do to the game. There are 
probably other addicts out 
there with the same problems. 
Am I doing something wrong or 
am I just no good at the game? 
Julian Burton 
Tiverton , Devon 

Neither. We don t know of any- 
one who can manage all 50 
buses. BW certainly can't. 
Maybe they jmt put the extra 
buses there to keep you gripp- 
ing the joystick for five months. 
Can 't think of any other reason 
you'd want to keep playing that 
particular game. 
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Why no discs? 



L 



Reading your *K*-Actkm p 
column realty winds rne up and 
iempts me to write a letter to 
you, If 1 did write to you I would 
cacract the 464 owners bemoan- 
ing *e advent of the 664 and 
and a* an owner of 1 612B I 
would confirm thai the 464 k i 
hare the advantage of a built-in 
tadsfttte 

If I wrote to you I would 
sagged the software industry is 
geared up to produce cassette* 
first, with discs a very poor 
second To ptoir« my point I 
might quote your magazine 
page 113 ■IMPORTANT" "If you 
want the disc version of a game. 
... (Action) otherwise you'll 
get a caasette. DO CHECK first 
that ft DISC VEFSION EXBTS.^ 

Probably if I wrote to you I 
might tell you the reason the 
colour printer I purchased off 
AMSOPT six months ago hasn't 
yet produced a colour print 
out', is because the software 
provided with it was on 

Ram bo riddle 

In your Issue No. 9 you give 
'Rambo r 56% overall 1 go into a 
shop and take another Amstrad 
mag off the shelf (not to buy of 
course) and read through the 
software r^v:ev;s I fir.d Kainbo* 
game of the month with 13/20 
overall. Who do I believe? The 
Great BW or the other 
reviewer? 
Carman Smith 
Wimborne, Dorset 



The great BW. 




Rock issues 

T won'r bother going into all the 
stuff about how much I like your 
mag because the following will 
tell you how much I like your 
mag. 

I have been getting your 
mag for about 6 months but I 
missed getting issues i h 2 and 3, 
so please can you tell me how I 
should go about getting them 



CASSETTE, But then [ would 
haw to write and tell you, how, 
due 

Al^TlL^/AMSOFT/AMSCLOl 
disinterest my printer is in the 
hands of AMSQFT'S supplier 
who has offered to produce disc 
software and solve my diffic- 
ulties. Unfortunately they only 
have access to a 464 machine 
and have had to order a disc 
drfvvfrara 

Arustrad* hence no further ac- 
tion for another month, 

ii I did WTite to you I could 
grovel and day what an excell- 
ent magazine you produce and 
what good value for money ii is 
(a? an Anuclub member 1 am 
privileged to receive the "tjfc 
fictal' magazine at a cost of 
Shei/copy!) 

No I don't think Til write, 
you might mink my letter good 
enough to win a tape! 
Trevor Davie* 
Wolv*rhainpton 

Tour pleasing little exercise in 
satire h&s resulted in us diang- 



and how much it would cost. 
Jason Nailing 
Kelson, Itanca 

I'm Afraid we've sold out com- 
pletely, and that goes for issue 4 
weli. 5-9 are available as 
back issues - they cost cover 
price plus SSp fi&P. £h other 
wards £ 1.3B for 8 r 6, Fand 9 and 
£1.8$ for issv* 8 (which includes 
a free cassette}. 

You won't print this 

You libbers! My colleague. Mr 
C Wilson and I sent you a demo 
tape of our software house's 
first release, the "Oftsofl 4 
pack hp priced at 98p r since we 
had read in issue 8 of your mag 
that you review every new 
game you can get your hands 
on. Then 1 received your letter 
ssymg that you found our games 
1 "inter eating" but had decided 
against reviewing them. Why? 
Okay they're not blockbusters, 
but they're no! that bad. For all 
you know 1 could be a starving 
SO year old man who's last re- 
sort was setting up a software 
house. A certain game that you 
reviewed scored only IQ'c , 
surely our 4 pack would have 
scored that much wouldn't it? 

One of the games has now 
been dropped sjid two others 
have been improved so will you 
review them now? If not I sup- 
pose suicide is trie only answer, 
bui that wouldn't bother you 
would; it? By the time you read 
this I may be dead and your 
reputation would be ruined. Ha, 
ha, ha B ha! But you won't prim 
this anyway because you'll fee] 



iitg our a wand system. Con- 
gratulations, you are our first 
SOFTWARE wwn+r. A £t5 
voucher from our mail order 
department is on its way for you 
to spend on the PEZG of your 
choice. IF you can find one that 
exists, that is. 




too guilty. 
Andrew Douglas 
Carlisle. Cambria 

Yes, I guess your pack would 
have scored around 10 per cent 
on vvJue and you'd have been 
even crosser. We ARE interes- 
ted in looking at software from 
small, new software houses, hut 
there 's no point in our review- 
ing- it unless the programs are 
good. Neither yog nor the rest 
of our readers are going to 
thank us for slagging off a pro- 
duct which few people have 
ever heard of. 

Software delays 

During one mad week now lost 
in the midst of time I spent Dver 
£30 an two programs. Elite and 
Mini Office H Due to Iheir now 
infamous bugs they were both 
returned to the software houses 
concerned, I have only just re- 
ceived my new copy of Elite bui 
seem to be getting regular let- 
ters irom Database saying lhat 
they are still working Oh M,0 JL 
t must say I do find the 
situation intolerable. Is mis the 
standard of treatment 1 must 
learn to expect? When I spend 
nearly £50 (Mm: Oflicc 11) on a 
product I don't expect to be 
without the use of it for weeks 
(or is it months) on end due to 
the manufacturer's fault- I know 
that Firebird have given a £2 
voucher to those of us who had 
the misfortune to buy Dite plus 
bug, but I notice it is only re- 
deemable from their own mail 
order service, when with a little 
bit of shopping around for dis- 



counts the voucher is effectively 
worth near to nothing. 

h does seem to be a sad and 
shabby state of affairs and it's 
about time some of these soft* 
ware houses got their fingers 
out I, . Phew i needed thatl 

The mora] of this tale is of 
course do not rush out to buy a 
program on release, wait! And 
then you may get whal the ad- 
verts promise. 
Barty White 
Biggleswade,, Beds 



Arnold v burglar 

I bought myself an Arnstrad 4-64 
for Christmas and since then my 
house is starting to clutter up 
with expensive electrical items, 
so 1 was wondering if it was 
possible to buy an alarm system 
to use via the computer without 
having to buy a burglar alarm 
system, 

Andrew Burridge 
Exele* 



Can anyone help? 



It is I 

Before t get to my point, I'd like 
to clear up a few others. Firstly 
Mr M Vadery who brilliantly 
achieved on Yie Ar 

Kung Fu back in issue 7 was in 
faci Mr C Yalerl, me. Secondly 1 
totally agree with Anon from 
Rantsgate. Kenl of the same 
issue 'Re-Action and by the 
way that was me as well, t never 
realised my writing was so bad, 
that's why I've taken the precau- 
tion of typing this time. 

Now to the point, I've 
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always wanted to kng^ why it is 
that the price of software is 
constantly rising while hard- 
ware gets cheaper, I can re- 
member the days when a game 
cost between £5 and £6 (and 
magazines were about &5p). 
Nowadays most games are be- 
tween £9 and £30. By compa- 
rison the 464 used to cost £360 
{with colour monitor) and now 

£500. Even (dire I mention 
it} the Epeccy - used to coat 
£130, now it s £130 and to be 
reduced even further I believe 
because of the 138, So why does 
software get more expensive? 

Mastertionie havs got the 
right idea pricing their software 
between £2 and £3. A game like 
Spellbound could beat some £10 
game? hands down and 
everyone can afford i(. 
Christian VaLeri 
Ram &gate» Kent 




Advancing technology has ai- 
lowed hardware costs to fall 
dramatically. Software costs de- 
pend largely on the number of 
.-r.&r.-hours that have gong into 
developing a program and Bm 
has fended to mcr$£se as soft- 
ware- becomes sophisticated. 
But the price of software also 
depends on how many people 
are likely to buy it That's why 
Spectrum software tends to be a 
Utile cheaper - there are many 
more Spectrum owners out 
there, Mastertronic's gamble of 
selling software very cheaply 
has paid otf in very high sales, 
and several other companies 
are now moving mto the budget 
software market 

Ultimata's downfall? 

When I originally got my Spec- 
trum in 1984, the first wo games 
I rushed out to buy were Un- 
derwurlde and Knightlore. Vd 
seen reviews which couldn't 
praiw them enough. Then Alien 
8 came ou* and a great amount 
of hoo-ha was generated calling 
sf i np off, Knightlore rodesig- 
etc. but I took no notice, 5o p 
t great fan of their soft- 
Hp until then, whan Nighi- 
oame out, I bought it with- 
eren seeing a review 



beforehand. What an idiot 1 felt 
when t loaded it upE It was pure 
unadulterated SI*L 
Gunfright Is just the same with a 
few more frills added to fool the 
unsuspecting software pur- 
chaser yet again, But, to cap it 
all they've now had the cheek to 
release Cyberun. which is 
worse still, consisting only of an 
upgraded 1983 game Lunar Jet* 
man. I don't know what is hap- 
pening to Ultimate, but they 
won't lasl much longer if they 
carry on the way they are going 
at the moment. 
S Valerate 
Tyn# £c Wear 

Maybe you r re overstating it A 
lot of people really liked Night- 
shade for vxampfa 

Help 

IT'S IMPOSSIiliE™,,^..^.™ 

I am of course referring to Air- 
wolf, I have had this game for 
four months and can last only as 

blown up boxes, attacked the 
"spinning dustbins 1 prayed* 
sworn and pulled my hair oul 
but still no iticwas- Please can 
you help ma? 
Prater Aophlu 
East Kilbride 

Yes. it's mean, isn't it? Thais 
why we printed an mdeatructi* 
bility Poke in our March issue. 
Did you miss it? 

Frozen wastes 

I am probably speaking on 
behalf of hundreds of Amstrad 
users who live up in the frozen 
wastes of the North. Normal b*- 



Modems minus 

Firstly I must state thai I am 
probably one of your older gen- 
eration (that is over 21) of re- 
aders and let itw compliment 
your layout of the magazine and 
its content. \l has a nice balance 
of gossip, reviews and some 
down to earth news. 

For what it + 5 worth, the only 
thing thai i& missing in my 
opinion ss a mod&m/comrtis sec- 
tion and this is what has 
prompted me to write Otis letter 
to you. I have logged onto many 
BBs (bulletin boards) in the Lon- 
don and surrounding areas and 
the biggest problem seems to 
be that hardly any carer for the 
Amstrad - so how come???? 

I would warmly welcome 
any Sysop that would east an 
eye lo this situation and i d be 
even willing to pay a nomninal 
subscription to support any 

such board. There are 3 few that 
have a very small Amstrad Sec- 
tion eg. the Lair Oi 503 4543 and 



lief has it that the only things 
North of Watford are Balmoral 
and the Ml, but some bright 
spark took il upon himself to lest 
this theory and (EHOGKE 
HORROR!) brought the Amstrad 
Computer Show to Manchester! 
And what was the effect? 
Amazement h glee and a taste of 
the belter life. Now we are on 
the rampage. Either ensure us a 
Northern Computer Show for 
every year to corne or we will 
come down there and wring all 
of your httl# nacks. Hadrian's 
Wall will not keep us out any 
longer. So there! 
John Jenktn 
Wilmslow, Cheshire 

Here in Somerset, anyone living 
north oiShepton Mallet is consi- 
dered an Eskimo. WE Hunk 
there ought to be a WESTERN 
computer sho w. 




No Answer 

]n the 'Knigru Games' compe- 
tition there was a question: 
11 How long did the Hundred 
Years War last?" There can be 
no answer to this because there 
never wag a war lasting one 
hundred years. There were two 
parts lo the Hundred Years war. 
The first was from 1337 to 1373, 
when the English had victories 
at Crecy (1346), Calais (1347) 
and Poitiers (13S6). The second 
part was from 1420 to 1433. In 
1429 Joan of Axe relieved 
Orleans from the English, who 
had besieged it for seven 
months. She was caught and 
burnt in Roven in May 1431 by 
the English as a witch. But she 
had given the French the will to 
fight, The English lost all pos- 
session? in France except for 
the Port of Calais. If 1 am wrong I 
will admit it, but I have got this 
information from a good history 
book and 1 doubf if it is wrong. 
PadraJc He Ely 
Dublin 

Look, we've already come un- 
stuck on two prerriom comp&* 
tlto&n qu&stions ¥ we can't poss* 
ibiy back down again. Your 
Irish history books may well 
split up the war like that, bui as 
far as we're concerned the gap 
between the two phases was all 
part of the war which therefore 
lasted 1337-1453. I IS years. Can 
tre return to computing, now 
please?. 



Alice s Restaurant 01 833 7573, 
When 1 have chatted to both of 
these Sysops they slate thai they 
only have around 8 callers or 

SO. 

It othet UPC users wen:- to 
call more and use these sections 
rcguJarLy then the Sysops would 
be more willing to make these 
sections exclusively to CPC 
Users by issuing them with a 
password, thus denying access 
to any other terminal. j 

BBs are a great way of ex- 
changing ideas, selling ox ex- 
changing software etc. So how 
about a mention to other re- 
aders and let them find out for 
themselves all the benefits to he 
had from these BBs? 1 have com- 
piled a list of BBs who have an 
Amstrad Section and they are as 

follows:- 



The Compost Heap 0622 46036 : ' 

MarctelOl 346 7150 

NJB-S.01 4556607 

The Lair 01 502 4543 

Alice: s Restaurant 0 1 882 7573 #J 

^aoODQOOQtr 
noDOooOQa 

PQQpQ Ponq m 

All of the aJbovc are on 
1200/75 and 300/300 and run 24 
hours. 7 days a week. 1 must 1 
finally say that I am plugging ^ 
them for no other reasons apart 
from the fact that I'm fed up with 
only seeing my own name on 4 
them and I would love to see S 
some new messages from other ✓ 
Amstrad users. ^> 

Terry CohmII ^^^V^V^VT^ 
London 8E9 ^w^w^^^Jfr 



58 



2 



AMSTRAD ACTION JULY 1986 13 



Thanks for the tape 

Thanks to you far ihe splendid 
cassette free with the May issue 
of "Amstrad Action". F: The 
Covenant" has given itie many 
long frustrating tours of plea- 
sure completing ihe task (much 
to my wife's disgust). 

I enclose a photograph of 
my completed screen showing a 
score of 55,283 in just under six 
and a hall hour* and hope to be 
acclaimed Covenant Champion 
in your ,t Hi-Ecore FP section. 

Must go to replenish 
energy. 
Brian Smith. 
Anbfoid, Kent 

Not bad. not bad. JTwr type of 
score was impossible until our 
free tape came along because 
earli&r versions 0/ the game 
contained a bug' which made it 
impossible to completer 

I thought the demo games were 
great. When in your review of 
Get Dexter you said it had tots 
of little details I soon found out 
What you meant. When I played 
the one screen one of the first 
things I did was tq jump on the 
swivel chair - you swivel alright 
and then fly ottl 1 was thrilled by 
Swords and Sorcery - H's just 
like D and D, almosi like the 



real !hing. Doomsday Blues has 
far bigger playing area than I 
would have thought for a demo 
game - pure brilliance- And last 
but not leass. B of B. My friend 
speni almost all day playing on 
it and he said "Best game for 
ages 14 .- Al] in all a few games 
ihat will pnl PSS back on the 
map- 

Simott Hunt 
Cor sham, Wilts 

May 1 congratulate you on the 
practical joke you played on 
your readers in the May issue. 
Not content with giving us a free 
game on a cassette which cannot 
be simply loaded from tape to 
disk, you went to some lengths 
to explain to everyone that it 
was a slow loader (it wasn't) and 
provided a program to transfer 
it to disc (it wouldn l). 

Other than ihis grip* f must 
congratulate both you and PSS 
on your vision and marketing A 
cassette of demonstrations pro- 
vides a far better taster for the 
buying public than any number 
of full page adverts promising 
super fast graphics and mind 
blowing sound. After all, one 
second's play is worth 25 screen 
shots. Seeing some kind of wor^ 
king program also gives (he 
prospective buyer some confid- 



ence that at least part of the 
program is written. (Ocean and 
US Gold, are youlictening?) 

All in al] these demonst- 
ration tapes are a great idea. 
Keep it up. 
P Majrson 
Bristol 

We printed the correct disc 
transfer listing last month wilh 
our apologias , 

1 would like to draw your notice 
to a small bug in the Covenant 
program last month- In my tape, 
if I re-enter a sector after just 
leaving U I find a ghost has 
materialised and that 1 have to 
kill it before it kills me. This is 
rather hard especially as it is 
invisible. Could you please tell 
me if this is supposed to 
happen? 

1 know that you have had 
this said to you a thousand times 
but J think your magazine is the 
best out of all the others. The 
mag is fresh and 11 lightens up 
my day and "Oscar' (my 464). 
thank you! 

Robert (Bob -a -job) Carter and 
Oscar 

Boston, Lines 

First we r ve heard of that tug. If 
it s invisible, how do you know 



it 's a ghost? 



Dru mk it - it's yours 

Scanning through the letters 
page of the last issue, I noticed a 
couple of people having pro- 
blems typing in my Drumkit 
program. If anyone wants a 
copy the lazy way, ! can provide 
one on receipt of a cassette or 
disc and enough return pos- 
tage The address is the same as 
for the new Adventure Writers 
(and players!) club we are sett- 
ing up H namely > 

Camel Micros 

WeUpark 

Willeys Avenue 

Eseler 

Devon 

Which has a great library of free 
software for members (plug!), 
John Keneall y 
Exeter 




Program swapping 

Could you please put the follow- 
ing letter in next month's reac- 
tion page: 

"Interested in swapping tips 
and software?'! t have a large 
amount of disk and tape soft- 
ware and T would like to hear 
from Amstrad owners in En- 
gland and Ireland. Please send 
your lists to:"" 
John Bourke 
Ireland 

Sorry. Jolm* we 're not printing 
your full address, because we 
don'l support software swapp 
ing. Something to do wtih the 
fact that most people wh o swa p 
software iend to keep a copy 
for themselves. Guess who 
loses out? 




TheyV© not free 

Perhaps you could satisfy my 
curiosity on a small point and. at 
Ihe same time reinforce your 
reputation for answering criti- 
cisms openly and frankly. 

You advertise "free" 
games given away with new 
subscriptions to AA and yet I 
calculate that you are charging 
£4,50 more for a one yoar sub- 
scription 

lhan the equivalent newsstand 
cost. Why? I know thai postage 
and packaging costs have to be 
considered, but I would have 
thought that would be substanti- 
ally offset by the percentage of 
the cover price you don't have 
to pay the newsagents on issues 
bought through subscriptions. 

So why the extra £4.50? 
Gould it be to repay the costs of 
the "free" tapes? I think your 
readers would appreciate a re- 
sponse in the mag. 
M Gil Guard 
Tad worth, Surrey 

Do 1 detect a cynical mind at 
work here? Yes we do lose a 
substantial proportion of the 
rarer price on magazines sold 
through newsagents «nd there- 
fore do better out of copies sold 
on subscription. On the other 
hand, there are considerable 
rows involved in running a sub- 



scription service* I think the 
fairest thing ts to compare our 
subscription costs with other 
Amstrad magazines - they're 
roughly the same. Except that 
we offer free software worth 
almost the fuH amounf erf tire 
subscription. 




Ludicrous suggestion 

I'm not one for putting pen to 
paper, but couldn't resist reply- 
ing 10 Richard of N. Ireland 'a 
letter in your May edition, fn his 
letter he condemns the release 
of such games as Raid over 



Moscow and Theatre Europe, 

The suggestion that such 
games are likely to have any 
significant effect on East-West 
relations is ludicrous. Also from 
what I've scon of Theatre Eu- 
rope, it certainly doesn't treat 
the subject of nuclear war light- 
ly, The very fact that the nuclear 
option is practically a no win 
option is enough to put the fear 
of God into anybody, and deter 
anybody from using it. 

If any person is influenced 
by these games then ihey must 
already be maniacs. 

Right. ['11 put my Soap box 
away now. Thanks for a great 
magazine, the touches of 
humour such as that scon in the 
reply to Mark Smith's letter 
(May issue again) add very 
much to the enjoyment. Please 
keep il up. 

Whilst writing I would like 
to ask any readers interested in 
joining & nflw Amstrad Usci 
Club, particularly in the Calder- 
dale area k to please contact me 
as soon as possible I have no 
experience in the setting up and 
running of clubs so I am also 
looking for tips from prospec- 
tive members and also anyone 

who is currently involved ui Ihe 
running of a club. 
Andrew M Coot*, 18 Matlock 
Street. Lee Mount, Halifax W. 
York*, KX3 5ED 
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BEWARE OF THE 
WEREWOLF! 



;Hcawi on the Ma 



SCREEN SHOTS FUOM 
THE SPECTRUM VERSION 




MAGOT 
THE PRINCE 



-the Game Masters 



GARGOYLE GAMES LTD., 74 KING STREET, DUDLEY, WEST MIDLANDS DY2 8QB 

Telephone: (Sales) 0384 238777 (General) 0384 237222 




_ 




COMPUTER GRAPHICS LTD, 



SALES 01-379 6755 
01-240 9334 
INTERNATIONAL 44-1-379 6755 
AMSTRAD SPECTRUM 48K-COMMODORE 64 




TO PC OR 
NOT T 

PC? 



D*j*pit* continual de niaJG, rumours alill abound cone^nLcig the 
AmstMd micro t* fott*W the PCW 8512, Will it be an IBM PC 
compatible? Amsfrad are saying nettling font the grapevine is 
humming 



It has long been rumoured thaj 
Aniatrad are about to launch an 
IBM PC compatible, though no- 
thing hast been officially announ- 
ced yet, If Amstrad does, it will 
certainly be a nice addition to 
the range. 

Their p^chaae of the Sin- 
clair name, together with the 
CPC 464. gives Ehem virtual 
domination of the entertammerit 
market. The 6128 is a good all- 
rounder while the PCW models 
are dominating the sma35 busi- 
ness market. Indeed larger 
companies aro ev^n using them 
u cheap terminals to mainframe 
computers, A PC compatible 
would certainly provide an in- 
road to the business market as a 
whole, but how can Amstrad 
make it different from any other 
cheap compatible? 

The IBM PC was launched 
aeveral y^ars ago, and quickly 
became an industry standard 
simply because of those j three 
magical letter* + DBM\ totem- 

Colossus Chess 4 

This powerful chess program, 
already an AA Rave m its CFC 
incarnation^ ia now available for 
the PCW 6258 and &51E. (we 
knew they weren't just business 
machines'} 




agonal Busings Machines had 
become the company for main- 
frame computers,, giving rise to 
the adage "nobody ever got 
fired for baying IBM'. This, tog- 
ether wilh the company's htlge 
size, gave an instant advantage 
over anyone else. 

Other companies could 
either compete in vain, or give 
in and produce models that 
.were compatible with the IBM 
PC (could run software written 
for it), but were faster or 
cheap**. Even large companies 
such as Olivetti, Compaq. 
Tandy and Ericsson, to name 
but a few. succumbed to the 
pressure The pressure comes 
from the huge library of soft- 
ware written tor the IBM PC - 
possibly bigger now than the 
CP/M library. 

Recently a whole bunch ot 
cheap *Tiawanese compatibles' 
have hit the market. Made in the 
Far East and imported here* 
these have forced the price ot 



Besides being the meet 
powerful chess game available 
for the Amstrad range, it is also 
the most flexible. Jt features 
either a two or three dimen- 
sional board, has an almost in- 
finite number of difficulty levels, 
and a host of other features. It 
comes from CDS Software and 
costs £15.95 for the PCW range, 



compatibility down towards the 
£500 level, and it is against these 
thai Amstrad will have to 
compete - 

So what are the rumours? 
Rumour has it that the PC com- 
patible will be launched at the 
Amstrad show in Hammersmith 
this mouth - or at the PCW Show 
in September, depending who 
you talk to. Rumour has it that it 
will come with Digital 



Research's 
GEM,, an operating 
environment rather like that of 
the Apple Macintosh; and with 
DOS-Plus n an operating system 
very compatible to the MS-DOS 
of the IBM PC. 

Rumour has it that two 
models are in ihe offtng: the first 
a monochrome model with I28K 
of Earn and selling for £380, (he 
second a colour version with 
of Ram and a price tag of 
£49S; both complete with prin- 
ter. Those are the rumours, hut 
so far there is little to substanti- 
ate them. A spokesman from 
Amstrad said Td buy that, if it 
twisted F , but Amstrad have 
always been quiet about new 
products until they are 
launched. Very few journalists 
knew anything about the PCW 
until launch, and by them it was 
pretty well in the shops 

So it looks like we will have 
to wait. Suffice it to say that if the 
rumours are true, it will be 
quite a machine. 



Music by Arnold 

At £12&.9S this package may 
sound expensive,, but it claims 
to turn your CFC into a com- 
plete recording studio. Called 
The Perfotnttt this is a MIDI- 
based system that allows you to 
write, record and play up to 
eight sopor ate tracks of music in 
'realtime 4 . 

This MIDI (Musical Instru- 
ment Digital Interface) is a stan- 
dard that has been accepted by 
most electronic synthesiser 
mamnulacturers for the digital 
control of (heir products, Using 



it your computer can send sig- 
nals to control the pitch, envel- 
ope, lone and other parameters 
of a series of MID] instruments - 
which can allow you to produce 
totally professional results. 

Hie Performer, from Fro- 
leua Computing, includes the 
software and MIDI interface. 
You have to provide the sysnih- 
esiser. but this sort of system is 
still considerably cheaper than 
studio tune! 
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The ultimate 
database? 




Converting the 82 56 



Feeling hard done by, all you 
3256 owners? No longer w€ 
envy of your friends? Citadel 
Products may have the answer 
with an upgrade kit to convert 
the humble Joyce into an 85 12. 

The Radec US 12, as it is 
fetchingly called, cornea with 
the second 800K disc drive and 
the extra RAM, giving you a 
RAM Disc of 38SK Citadel claim 
thai it can be fitted in leas than 
20 minutes if you know how <o 
change a fuse, and requires 
only dexterity wiih a screw- 
driver and a small hacksaw. If 

DIY PUBLISHING 

Fancy trying your hand at publ- 
ishing but never quite got 
around to if? Advanced Memory 
Systems might have just the 
thing to pro***!* the incentive. 
At long last AMX P ar m a tow ia 
available for the 484, 6B4 and 

Thi* highly successful 
program is pan of a new 
species of software Ihat is tasting 
a high profile at the moment - 
partly thanks to the efforts of 
Eddy Shan, and that little factory 
down in W&pping. 

AMX PagcjftakQi won't let ; 
you produce the Sunday Times 
from your bedroom* bus i? vviJL 
let you have a damn good iry. It 
ls a combirtaaoii of word pro- 
cessor* graphics package and 
rypesettex. With it yon can toy 
your golden prose into column 
grids on a page, interspersed 
with the occasional work of art. 
Pictures can be stretched, 
shrunk and moved around the 
page, and your copy set in a 
variety or typefaces. 

Graphics for 
programmers 

Hidden on one of she discs thai 
comes with your 61 28 or PCW ;s 
a set of powerful graphics tools, 
the GSX graphics system, HiSoft 
aim lo let you use these with 
fti$oftC> r and HiSoft P^cM80 v 
allowing you to draw lines, plot 
pomls and fill areas on screen 
with your Cor Pascal programs. 
The GSX function library in- 



you arc scared of playing 
around with Joyce's innards 
then you can always go to one of 
Citadel's dealers who will do 
the job for you. 

The kit costs £18&,S5, in* 
eluding delivery, and can be 
bought direct trom Citadel on 
01-95 3 1348. 

Name change 

Microfile, reviewed in our June 
issue, has changed its name. 
Comix Software are now calling 
it Comix Card-Index, because 
of other products with the same 
or similar titles on (he market. Is 
this the start Of a trend? 



Leather on willow*.. 

Fancy yourself playing few En- 
gland (Oh the glory!), then this 
could be the one for yon. Audio- 
genic have just released 
Graham Gooch's Test Cricket 
on CPC cassette and disc. It is 
meant to be a faithful simulation, 
with sound effects and speech. 
Prices are £9,95 and £14-95 
respectively. 

Lei's hope it's not as boring 
as the real thing.., (ducks to 
avoid ensuing flack from cricket 
fans). 
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Digits 
Magsc at 
Today's 
Show! 
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The package comes on two 
discs and is designed to be 
used with the AMX mouse sy- 
stem. It sells fox £49,95. and will 
compete with Mirrorsofts Fleet 
Street Editor when that appears 
in the shops. 

cor po rates around 30 routines 
that allow you to unlock the full 
potential of these machines' 
high resolution graphics. Even 
more important, HiSoft are pro- 
viding full documentation, and 
the routines in Source form, so 
you can make (he most of (hem. 

Owners of previous ver- 
sions of these languages can 
upgrade by returning their 
discs to HiSofl together with 
£10,00. The new versions cost 
£33.95 each. Arnor can be found 
on (0582)696421. 



Also Mvmldble for the CPC 
range is AMX utilities, a support 
package lor the mouse that en- 
ables you to enhance pictures 
created using AMX Art. ft is 
priced at £14.96 for the cassette 
version, and £19.95 on disc- 



That gran daddy of databases. 
dBase II, is now available for the 
PCW 3256 and 85 1 2. First Soft 
ware have finalised a deal with 
publishers Ashton Tate to 
launch the package al the price 
of £1 19, instead of the £400- odd 
that ls usual for th:s title. 

rtBtte U. despite its age, is 
snlJ regarded as one of ?ho mo si 
powerful and flexible databases 
around. This ts largely because 
it is a programmable database, 
with its own lar.g-iage that -s 

Amslrcid's own 
rttodein 

Amsirad have made a deal with 
Pace to markel the Nightingale 
under ihe Amstrad label. This 
excellent modem, priced by 
Pace at £136, can communicate 
afr V21 and V23, allowing con- 
nection to most bulletin boards 
as well as Telecom Cold and 
Frestel. As such it caters lor 500 
and 1200/75 baud rates and is 
switchabSe between Originate 
and Answer modes , though :i 
zocs not feature auto-dial or 
auto-answer 

Amstrad are to sell it at a 
budget £99.95* complete with a 
three-month subscription for 
Prestel and Micronei 800- 
Sounds like a good deal, though 
you will still have to gel an 
KS232 interface and suitable 
communications software* 




20 JULY 1886 AMSTRAD ACTION u P .o^™,. 



The Cauldron 
continues 

Fans of Cauldron from Palace 
Software, which includes as as 
we made it an AA ftave. will be 
pleased to hear that Part II has 
been reloaded. Subtitled The 
Pumpkin Strikes Back it is more 
of an arcade/adventure, and fol- 
lows on from where Cauldron 
left oft 

In the first episode you look 
the part of the Witch, defeating 
the Evil Pumpkin and retrieving 
the Golden Broomstick to 
become Witch Queen, Ln Cauld- 
ron n you switch sidos and 
become the last surviving pum- 
pkin, whose mission is to defeat 
Ihc Wiich Queen. Sounds like a 
recipe lor dchuophrcnia to 
me... 

The Queen s castle, where 
the action takes place, has over 
100 rooms. Afi usual anything 



thai moves can kill you, but you 
gain magical powers as you 
search Cor the objects needed to 
finish (he game. 







similar in use to Basic. It ts an 
industry standard in the same 
vein as Wordstar. 

First Software are also off- 
ering a telephone hotline 1 to 
provide Lnsiani help to ihose 
with problems. It will cost an 
additional £40 a year and wiIj be 
an their main phone number - 
07357 5244 A lol lo pay, but 
these are the sort of prices that 
bueiiiftss micro buy era are used 
to! 







Save the 464 

Ox doe* it need saving? Not 
according to Amntrad who say it 
is still in full production, and still 
selling well. 

The purchase of the Sinclair 
brandname, and rumours of a 
new I2BK Spectrum with built in 
cassette deck caused concern 
over the future of the CPC 464. 
At the tune Alan Sugar slated 
that he viewed the Sinclair name 
as Amstxad's 'Entertainment 4 
label, leaving Amstiad itself to 
look after the business side. Tna 
464 looked tike the piggy-in* 
the -middle, and soon for the 
chop. However a spokesman 
from Arnstrad stated ihar pro- 
duction is still in full swing, the 
464 ic selling well; and that, as si 
conies complete with monitor^ it 
is not regarded as a competitor 
for the new Spectrum. 



BATTLE STARS 

Wilh a scenario drawing heavily 
on the films p Battlesiar Galact- 
tcaV 'Star Wars' and 'Return of 
the Jedf (and no bad Hung 
either), Battle Stars is the new 
game from Microbyte Software. 
Yon find yourself in charge of 
the star cruiser Galaxy One, and 
your task is to penetrate the 
Outer shields of a Cyborg Battle 
Star, launch a Ranger Craft Ml 
of Jet Bike Commandos, enter 
the Battle Star and destroy its 
reactor cooling system. 

This is accomplished by 
means of three seperate game 
wquenctts, each using different 
display techniques, the first is 
the Deep Space Mission' p which 
m depicted in vector graphics; 
nut is the attack on the Battle 
Star, using full colour 3D 




sprites, and finally comes the Jet 
Bike tasks, utilising scrolling 
screen displays. 

tl looks like a mammoth 
game, involving puzzles as well 
as high speed reactions. We 
look forward to reviewing it 
soon. 



Joyce meets Pretext 

The Protoxl word processing 
system from Amor is now avail- 
able foi the PCW range. This 
powerful package has received 
much acclaim on the CPC 
™.g dels, together with its accom- 
panying PiospeH spelling 
checker and Prom&rge PIm 
maUmerge system. Now all 
rz^r. padtagei ire available m 
5 single system for £7&95 k or 
Pr&spetl itself can be bought for 
£39.95. 

Prospell comes with a dic- 
tionary of over 30,000 words 
•nd can check Lncoscript or 
Stfcjdsfar-type files as well as 
documents created under Pio- 
mxr itself. Amor claim it can 

ISC-d tO SOIVC 

anagram 

So if you've had enough of 
LocomcnpL Pretext could make 
a viable aS^emaEve. 
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So, much ado about nothing 
then? We hope so, but if you 
have trouble gettinq hold of a 
464, write and tell us about it. 



COMPETITION WINNERS 



We recfliftid a massive response to 
faoih th* Tomahawfe: axui CJce^n wm- 
petitions which appeared in che May 
isroe. Twwry fhre winners w*;re »ei- 
iwrtfid per comp, but if your name 
•doeer.'t appear bo^ow don't despair. 
Who knows, r.oxi rr.onih coudd be 
your lucky month" 

TOMAHAWK 

The Correct Answers: 

1. Whal it the nationality of she 
world'! Sargftit helicopter? 

Rami an 

2. When was the first flight of th* 
Apache helicopter? 

1975 

3. "What is the crow capacity of the 
Apache? 

Two 

4. Which helicopter is used, by the 
RAF for Air-Sea rescue? 

The W»kx 

Who wrote fomaJii wife? 
D. Marshall 

6 What technology does an Apsche 
pilot use to see ai night? 
Infra-red 

Winner*: 

ML* C J tftitiiu, ThaJaoQj, M MtaJgftl, lUnuw; 
B#***>d 6**rt*. Own*na; T Cbuw lck*l#Y. 
Kent fluid Cucde. Muliaefoagb, Will*; Cord** 
SctAberlimS.. Eknr. r MorBTrfiSie. MnrniT fFr<r*lul. 
hzmiMB; Duirn Slarpr, Ecnrtore, Sar&Js Btrar*. 
Hrncu^i.I G 9 Ernali*, Caofijburiry, CAmrm D 

*p+iri*t Pl*t, VMtH^.-hwIh: AHttair BSM44«tt. 
FIE*! C iitwhn -5WJt: Mi Rwy IfrHttun, 

Sy^u^i^-V-i R M W^lrnrr H.-fc-2-w: Hn.%. ;«h- 

aidiHal-r ltrlfi^ Ayr. £oq£at.4; UuMh EDst*.. BiJ- 
aaogptun; Hi S- J JUudoa. firaauft Ejui Mi J 
Dajitci, Siowl. A ttimpHB, liar low, Cmi; 




OCEAN 

The Correct Aiviwen: 
Batman 

1 . Which of the following three bi- 
scuits :h a hendish toe of Batman? 
Penguin 

2. What waa Batman 1 ! r*al nim»? 
Bmce Waynft 

3. Who wu the tkrtham City's Chlaf 
of Police? 

O'Haxa 

1 . Wh&i wa* FGTTJ 1 * firit hit smgle? 
Reive 

2, Who buy l [he Fleaiure Dome? 
Evbla Khan 

% Who lb FGTB'ft li*ad tuyquz? 
Kolly Johnaoa 



The winners: 

Mir V X FB^h^h "i*^^; W*tb»Oj Wfcjjf ihu- 
iMk ft<-*JH»V. C*^S"hAhit JttebiUi &nfea, tr». 
hn»A E»H»; 3*4#* Wi»f. Wgteg; bHb Mab- 
M»4tf. CUlTflrft 0««#9* O^TMpAd GLu^i* Kk 
iJiaiii Ij^nl, faiizluoi, Criif SjckaJrr, Co Dut 

McEhiEifldi, IS t c "Ji um £ 1 1 1 jl_ ■ d, ^aikl Ctmt. Aif- 
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The operating system of a computer is something that 
most of us take for granted - if we ore aware of its 
existence at all. But CP/M, the operating system 
supplied with the Amstrad 6128 and PCWs, is a 
powerful system that can transform the way you use 
your machine, if you know how. 

Over the next few months Matt Nicholson will be 
showing you how to make the most of CP/M. Part One 
starts here! 

You have probably realised by now thai computers are pretty 
dumb* H you have ever had to work your way through a badly- 
written Adventure game, qr fried to sort out a simple mistake in 
a program listing, you are probably convinced they are very 
dumb. You are not wrong, but in fact computers are even 
dumber than that 

The basic machinery, the hardware if you like, has no 
conception of how to display a letter on the screen, or hew to 
load a tape from the cassette player, let alone how to become 
dangerous at Elite! Everything the computer does is controlled 
by the software. This software, in (he form of programs, comes 
in a variety of forms: as cassette games k on discs, or in ROM 
[Read-only memory] chips built into the computer. 

Arnold comes with The Basic programming language al- 
ready in ROM, and 'boots-up* Basic when turned on. This means 
that the program called Basic" is automatically loaded and run 
as soon as you flick the power switch. But something has to tell 
the computer to do this when power is applied. That something 
is the 'operating system \ 

It is the operating system that breathes life into the 
computer, With it you can press a key on the keyboard and get 
a reaction on the screen. Without it the machine is totally dead, 
and might as well not be turned on. It is the operating system 



that knows how to read Information from the keyboard, how lo 
display information on the screen, how to send data to the 
printer, and where everything is stored in memory. 

Every computer has to have an operating system of some 
sort. But it was not until the use of floppy discs for data and 
program storage became widespread that the idea of a atari- 
dard operating system, common to a wide range of models and 
makes, was developed. 

Storing information on discs is not a simple matter. Discs 
can store an awful lot of data: 173k with the 6128 and 8256, and 
720k on the second drive of the PCW &512. The discs have to be 
'formatted' in an orderly manner; so new data doesn't over- 
write old, and: the operating system can keep track of where 
everything is. 

Handling disc storage is the most complex task that an 
operating system has to handle - indeed many operating 
systems are called "disc operating syst&ms" for that reason, or 
DOS for short. Eventually it occurred to someone that if all 
computers stored data on discs in the same way, then one 
machine could read another's discs, regardless of make, race 
or creed. Extending this principle to the computer system as a 
whole: any computer could be made to appear like any other 
computer to the software, which means that any program could 
run on any machine - a tremendous boon to software writers! in 
effect the operating system would create a 'virtual machine' that 
could make all computers appear the same regardless of how 
they stored data on the disc, or displayed on the screen . 

An analogy can be drawn here between a computer system 
and a busy office with filing cabinets, telephone systems and all 
the other paraphenalia that go to make up an office The 
operating system is rather like the secretary. Every office has a 
different filing system, but you only have to ask your secretary 
to &le a document; you don't need to know how i! is done. And, 
providing all secretaries speak English, you should be able to 
get a document filed correctly in any office - regardless of the 
filing system actually in use. 

The CP/M operating system was, for all intents and pur- 
poses, the first universal operating system to gam any sort of 
widespread acceptance in the micro-computing world. This 
was largely a matter of chance: it just happened to be in the 
right place at the right time, It was a powerful and friendly 
system by the standards of 'he day, and was ideally suited to the 
popular ZBO micro-processor with 64K of memory - the same 
processor as that used throughout the Amstrad range. Even 
now it is still possibly the most widely used operating system m 
the world, though it has been rather overshadowed by MS-DOS. 
a more powerful system designed for use with 16-bit computers 
such as the IBM PC. However there are still thousands of 
applications written for CP/M systems, all of which can potenti- 
ally be used with Amstrad micros, 

But enough of this. It is time lo turn the old computer on and get 
down to some practical work. Wait for the screen to clear and 
then insert the disc marked 'CP/M 1 or 'CP/M PLUS' uuo the disc 
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drive. If you are using an Arnold insert it with the CP/M label 
upwards; if you have a PCW the 3abel should be facing to the 
left Soon after this the drive will make a whirring noise and the 
red light by the drivn wl come on. Thi.3 ip.dicafes CP/M is 
"booting": automatically loading into tha memory 

After a short time the screen will display ita opening 
message, which may not mean an awful lot at this stage. Fear 
fiat. The important thing is the A> that appears on the bottom 
line. You will sea a lot of this over ihe nexl few months! 

This is Hie 'A-prompl 1 , and is the prompt for you to enter 
your instruction to the machine. Likfl Basic, the CP/M operating 
system understands a variety of commands. Though it is by no 
means a full computer language, it nevertheless can perform 
some quite complex tasks from this prompt. 

In fact it is the arrow thai is the prompt. The l A" simply tells 
you which is the active drive the drive that the computer is 
taking its instructions or data from. If you are lucky n rough to 
have an 8512 r or a second disk dnve attached, then the second 
drive is labelled drive 'B 1 , H you type B: after the prompt, and 
then hit Return or Enter, the prompt changes to B> to indicate 
lhat you are now logged on to the other dnve. You can return to 
[he first drive by typing Af and Return. 

You can change drives even on a single disk PCW machine, 
by changing to the Ramdisk. This is labelled drive "M\ so 
simply enter M: to log on to the Ramdi&k, Don't forget to return 
to drive A afterwards! 



DIRECTORY 

It is now time to meet one of the most useful commands CP|M 
has to offer. At the A-prompl type DIR and Return. It doesn't 
matter if you use upper or lower case letters CP/M under- 
stands regardless. The disk should chunter quietly to itself for a 
few seconds, and then the screen should look something like 
this: 
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You may find your screen looks a little different. This is 
because the versions of CP/M issued with The 664 and 6128 
differ slightly from lhal with the PCW models, H should bear a 
resemblance lo the above though. 

This list is known as the directory' of the disc, and was 
summoned by the DIR command. It basically shows you what 
programs or data are stored on that particular disc. Each 
program^ or each chunk of data is stored in its own file', which 
can be thought of just like the individual files in a filing cabinet. 
One file might be a computer gamc r another might be the first 
chapter of your best-selling novel - written using a word 
processor in another file. 

Each file also has a unique file name consisting of up to 




eight letters, followed by a file-type of up to three letters. The 
two parts are sepeiatcd by a full -slop. Some of the file names 
from the jusc above are ERASE.COM, RPED .BAS and KEYS/WP - 
but note that the full stop is not shown m the DIR listing. 

File names can be made up from any of the numbers or 
letters on the Amstrad keyboard, and most of the symbols 
available too. File names can be typed upper or lower-case, it 
doesn't matter because Arnold treats all file names as upper- 
case; however some symbols should not be used as they have 
other uses in CP/M and would cause Arnold to get confused. 



HISTORY LESSON 

For those of who iflce to put 
these things into perspective^ 
the CP/M operating system wos 
developed by a Gory Kildali in 
Ame-rico while he wos working 
for the Intel micro-chip manu- 
facturer,. Intel hod produced the 
first micro- processor powerful 
enough tor a micro computer in 
1973 - me 8080 os St wos 
called. What wos needed wos 
on operating system and, a* the 
floppy disc hod just appeared 
as o vlobte storage device, 
Gary decided that his operat- 
ing system should make the 
most of the new* medium, So 
CP/M was bom. 

But Intel had made the 
amazing decision to phase out 
the software development divi- 
sion and Gory was left to finish 
CP/M on his own. Together with 
some Colleagues he formed the 
company Digital Research in 
1976)1 who bold the copyrigjht 
of CP/M to rhiidoy. 

The 8080 was, under* 
standobly, a huge success. It 
was only surpassed a few years 
later by the more powerful 
ISO, developed by another 
splinter group from Intel colled 
Zilog. The ZfiO become me 
basis for virtually all business 
machines, and CP/M became 
the standard micro operating 
system. Jt was only surpassed 
by the development of 16*bW 
micros and the growth of MS- 
DOS, but that h another story. 
On the home side, me Z80 was 
adopted by Sir Give for the 
ZX80 in 1980 (a coincidence?}, 
i the ZX$t and finally the Spec* 
I rum* It is hMs processor that Ji in 
the Arnttrod range too*. 



VERSIONS 

like any computer software, 
CP/M wos far from perfect 
when first launched and has 
gone through several versions 
to reach its present form. The 
First version to be offered to the 
general pubttc was version 1.3* 
doseiy followed by 1,4- TMs 
was designed for me then 
popular eigh^mch Happy disc, 
but It was not long before 
smaller disc sizes were adop- 
ted, Cufmanoting in the fhree- 
ukH disc used by the Amstrod. 
Version 1 ,4 could not cope. 

What was needed was a 
version thai could cope with a 
variety of disc formats and 
sizes, both those available at 
the time and any that might 
appear In the future, Version 
Z2 was developed to cope 
with fhhy and is the version most 
wnmon today, CP/M 2.3 is 
supplied with The Amstrad 
CPC664 ond the 0DU disc 
drive (or the 464. It is aiso one 
of the versions supplied with the 
6128* 

The other is Version 3J, 
otherwise known as CP/M PIUS, 
Version 2,2 h very flexible, bul 
basically designed with 64 K of 
RAM in mind. With the advent 
of 1 2&K and 256K micros, a 
mere powerful version was 
needed. Version 3 J was devel- 
oped to cope with larger menv 
ory machines, but was oSso en- 
hanced fa other woyj too. It fa 
generally o more powerful ond 
friendly version than 2,2. It 
comes with the 6 f 28 and both 
PCW models, 

Everything In this series 
should waric with Version 3-1. 
and where 2.2 users are left to 
the cold we wHI let you know! 




Avoid using these diameters in your file names: 
;?* = [] 



< > . 



The first pan of the file name is usually a mnemomc to remind 
you what is in there, while the second part - or file type - 
enables you to group a number of files together. For example, 
this article is stored in a (lie generated by NewWord and called 
'CPM.10V CPM is to remind me whai the file contains, and all 
articles for the July issue have the file type 10" as this is our 
Tenth issue. 

You do not have to use a file type extension at all, however 
its use increases the power of the DIR command, as it is possible 
to display any subset of the full directory. This is done by using 
the 'wild card 1 characters ? and Try typing this after the A- 
prompt: 
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What you see is a list of all the files on the disc in the 'A' drive 
thai have the file type COM: the * effectively surds for 'any 
combination of characters 1 . This can be very powerful, for 
example I can find all the articles that are in this issue by simply 
typing DIR *AO\ 

The other wildcard, the ?. stands for "any single character 
in ihis pos:hon. Try typing this ai the A -prompt 
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what you have is a list of all files that start with the letters 
'SET../, regardless of file type. The use of wild cards is 
powerful, and will crop up again and again m this series but 
■Jidt is enough for the ome being. 

So in this first part of the series we have briefly met the 
Directory command of CP/M, and played around with the 
concept of wild cards. Next month we will explore DIR more 
fully, and look ai sorns paTtirtlarty important file types See you 
thon! 



HOW IT WORKS! 



WARNING: This naxt Ml It 
very technical, and you don't 
hove to tMd it unfess you are 
a dedicated hacker and Ufid 
la ploying around wffli PEEK* 
and FOKEi. If you're not p then 
don't bo* W 

if you Furo on o PCW with no 
disci in the drive, you are pre- 
sented wflh a btonk screen. This. 
it the told hardware, with no 
opera twig system and no 
program running. As soon as 
you trnert the CP/M disc a small 
program in ROM reads the first 
track of the disc into memory, 
and transfers control to ft. This 
program then reods The CP/M 
code from the disc, and trans- 
fers control to CP/M. Once thii 
fc done you can remove the 
CP/M disc altogether, All the 
code required h in the RAM of 
your computer. 

Thfs process is called 
boohfrapping/ or 'booting up" 
CP/M. Thh> rather bizarre nome 
comes from the phrase 'pulling 
yourself up by your own- boots- 
trap* 1 . This E* of course Smpo- 
isiblc. but ti effectively what 
the compufer is doing to itself. 

The CP/M system is not a 
single program, but Is mode up 
of three sepera*e programs 
that fit Ot the top of the 64K. 
memory mop. Right at the top is 
the SIOS (standing for Basic 
Input Output System), it Is this 
dumk of code thot translates 
your porftcutor mochfne into a 
'CP/M system^ and as such is 
unique to each machine, Ai its 
name implies it deals parti- 
cularly with the keyboard, 
screen, printer and ony other 
Output or Input ports your mo- 
chine rntghr sport. 

Below this Si the BOOS 
jfiosk DSsk Operating System). 
This Is standard to CP/M, and 



looks after everything la do 
with the disc drive; l>w» two 
programs, BIOS and B00S, 
form the kernel of CP/M and 
are occasionally referred to as 
the FDOS, standing For Full Disk 
Operating System, If you wont 
to Impress your friends that's 
the one to remember! 

Under this- sits a smaller 
program colled th& CCP, or 
Console Command Processor* 
The CCP process* the com- 
mands mode on the keyboard 
and checks whether it is a CP/M 
command, in whfch cose it deott 
with the command itself. If it 
not a CP/M command it looks 
on the d lie for a command with 
thot name - more on that later 
in the series. 

At the other end of the 
memory , occupying the first 
256 bytes of your RAM, is an 
area reserved For the 'system 
parameters'. These are nece- 
ssary to teH the software you 
might be running where to find 
various parts oF your system in 
RAM. 

What Is left between the 
top of this area crnd the bottom 
of the CCP program H colled 
the TPA or Transient Program 
Area* t? Is here that the parti- 
cular soft wore you ore running 
sits In memory. If you ore using 
CP/M 2.2 your TPA w?| t be 
about 39K In srie. CP/M PtUS 
leaves you 6 IK, not because it 
is a smaller program but 
because of the extra memory 
available on the 6128 and 
PCW models. The memory mop 
of CP/M PIUS on these ma- 
chines is rather more complex, 
than thot outlined above. If you 
really want to know what tt Is 
like, fefer to "The Amstrad 
CP/M Pius' book reviewed m 
our last issue - but remember I 
did warn youl 
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Andy Wilton looks at ^ the world of ROM software - 

three boards and a host of software, plus alt you need to use them 



Imagine that you could turn your Arnold on and 
immediately run a prog rem without having to load it 
first; end that you still had the whole of Arnold's 
memory free for do!a r even f hough Ihe program was 
T6K long. Imagine utilities and toolkits that you could 
summon instantly, without affecting programs already 
in memory- Like ihe sound of this? Then you neerf a 
ROM - or several of Ihem* indeed. 

A ROM is a Reud-Only Memory. If thai doesn't mean a Lot to you. 
then read on. 

Before you can run a program on your Arnold r that 
program has to be siored some -//here in his memory, Normally 
it will have lo be stored in RAM - Random jflccess Memory. 
However when you switch Arnold off, any program in RAM gets 
wiped out. This means that every tune you switch on you'll have 
to put the program in mere all over again, by loading it from 
tape or disc, 

Loading can be annoying, especially il you're working 
from cassette, but chat s not the only problem with RAM 

ROM Utilities 

These are a very common form of ROM program, chiefly 
because they're the sort of thing you want to be able to call up 
quickly without wiping out great chunks of RAM- 

Utopia 

(Amor) £29 95 

Quite a bargain, this o*ie. It may be expensive but it's got a 
good set of dusk/printer utilities, a full disk editor and a BASIC 
debugging tooJcft. 

Disc Demon 
{Beehugvoft) £29,95 

Reviewed in May's ittue of AA, Disc Demon is a useful package, 
but the price it a bft «teep. 

Disc Us»r** Utilitirtfi 
(Superpower) £19.95 

If you don't want Utopia's debugging rammartds. tins is the 
utilities pack for you. 

Locksmith 
<B*ebugs<sft) £Z9 95 

As reviewed in last month's Aft. flus slightly duixous package Ls 
a transfer' utility, lm disk copier can beat some forms of 
projection, bm it s not cheap. 

Transmit 
(Pride) £19.95 

Another slightly doubtful package, this one"s a tape lo disk 
transfer program. 

programs. If you use a word processor, the text you're working 
on is probably stored in RAM The same goes for the BASIC 
program you're working on, or the piece of machine code 
you T re using a monitor to debug. The bigger and more 
powerful a RAM program is, the less room it'll have to work in, 
because a hefty chunk of memory is taken by the program itself. 



What you need is a piece of memory which i& separate from 
the RAMi and won't be wiped clean when you turn the power 
off. This kind of memory is called Read-Only Memory, or ROM 
for short. The 'read-only 1 bit means you can't alter the contents 
of a ROM. You can t store information in it. you can't load a 
program into it, and you can't wipe it clean by switching off or 

Programming ROMS 

The enormous advantage here is that toolkits and aasemblera in 
RDM don't take up thai precious RAM your program will need. 
As a bonus, youwon ! have To waste firrf? rejoadinc The monitor 
*very time a piece of machine code crashes on you- 

Jhrognmmffr's Toolbox 
(Superpower) EL9.95 

A full and weli-implenienied series of commands. There's a 
buill-us mini assembler, and the 404 1QM offer* many of th« 
command* missing from BASIC 1.0, 

TwIJd! 

(BeetaigfHrft} £2335 

A lair selection or commands, most of them aimed at debugging 
and the like- Offers UrtJe more than me Utopia toolkit, and has 
noco of the rtiflfe utilities. 

Maxim 
{JLnwr) £39.95 

A strong but very conventional assembler /monitor wirh built-in 
editor. Can also assemble source code embedded in BASIC, 
like the BBC Micro. 

Ausernhler/DiBasaerrLb ler/'Mon t tor 
(Superpower) £29.9-5 

Similar to Maxa/n, but quirky and poorly error-trapped - but it 
is £10 cheaper, Comes on two ROMs. 

resetting the machine. 

If you can't alter the ROM, what can you do with it? The 
answer is. yon can run the program stared in it. 'Stored' here 
means fixed in the ROM by the manuJacturexs - this fixing ia a 
once-and-for-all job, of tun referred to as 'burning in 1 . 

USING SOWS 

That's enough for now on the theory ot ROMs the nezl thing to 
cover is what you do with one to get it working, 

When you switch your Arnold on you've already got two 
ROMs working for you, or three if you've got a disc drive. 
These ROMs carry programs to make Arnold behave usefully - 
put messages on the screen, obey BASIC commands, operate 
the disc drive and so on, Chances are you didn't even realise 
that these things were programs, After all, you don't have to 
load them in or anything; they're just there when you switch on. 
That's nothing to do with the sort of programs they are though - 
it's because they're stored in ROMs. 

To look at, a ROM is just a flat brovvr. rectangle with a row of 
little metal legs down each side. It's small - the picture shows it 
actual size - and quite fragile. If you touch the legs you r^k 
damaging the ROM s litde silicon innards with everyday static 
electricity from your fingers - or more prosaically, you could 
simply bend the legs out of shape by being clumsy. 

Cleaziy. your ROMs are going to need to be housed 
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somewhere safe, The oms that came built in to your Arnold are 
plugged into special ROM sockets on Arnold's circuit board. If 
you wanted, you could simply open Arnold up and swap some 
Other ROM for the one that handles Locomotive BASIC, That way 
- once everything was safely put back together - you could 
simply plug in. switch on and you'd be looking at the ROM 
program rather than BASIC. 





Vm not suggesting that you actually do this - in fact, there 
are gome very good reasons why you shouldn't, For starlets it'll 
void your guarantee, Secondly, you may well want to use BASIC 
again tome time, and thai would mean having to swap the ROMs 
back. In practice, a ROM will only stand so much plugging and 
unplugging before its legs snap. In other words, you're going 
to have to find somewhere permanent for any new ROMs to live, 
and for the sake of your guarantee if had better be outside 
Arnold's ease. 

ROM BOARDS 

What we're alter is a box which is strong enough to protect 
your ROMs, has socket* for a fair few of them* and connects up 
with Arnold nicely. Such a box is called a Sideways MOM Board. 
The 'sideways* bit just means Arnold can switch between the 
.diffcreni onboard and additional ROMs withoui you having to 
plug and unplug them the whole time. 

In theory, you could connect Arnold to a very large number 
of ROMs a! any one time - over 250 of them, in fact - but there 
are practical limitations to this. The largest boards only takes 
eight ROMs at a time, and you can only "daisy-chain 1 so many 
separate boards together before you start getting power 
problems. 

As well as plugging the ROM in the right way round, 
without breaking it, there are a couple of other things you need 
to get right when you're setting things up. 

Firstly* you have to choose which socket to put the ROM in 
and that's not quite as easy as it sounds- Putting the ROM in die 
wrong rocket can stop Arnold from getting at it, or even stop 
other ROMs from working properly. This can be pretty techn- 
ical stuff, and ROM board manuals rareiy explain things pro- 
ROM Applications 

Amor's WP suite and Superpower s Mailing List both benent 
from having *D thai RAM tar data n oraga, H the ahefMlhr* i* 4& 
exp&asm GP/M application, you might find the price p rally 
attractive too. 



(linailfMil 

For many people, this u enough reason in iwlf to buy a ROM 
board. It's a quality product and Tory fast wo, 



(Ara«) £3435 

Tfcui PiotmTt add-on ofiara mail merge k background printing 
and quite a law other goodies. 



it's name, this spelling checker cm toe u**d with* 
of popular WP*. Come* compfoto with dictionary disk. 





^■i^k*^ program that works well and East. Mot 
maybe, but very useful 



perly. Hopefully, the ROM Numbers section later will make this 
a bit dearer. 

Having chosen your socket and plugged (he ROM in, you'll 
then have to switch the socket on, On some boards this is a 
matter oi fucking a switch, while on others you have to bridge 
across two pin* using a little platftiocoated connector. The rule 
on this one is really simple - you must always turn a socket on if 
you put a ROM in it. and turn it off if you take the ROM out again, 



SUPERPOWER BOARD 



Micro Power, £34 .95 



The old Superpower board was designed for the 464, and could 
only use ROM numbers in the range 0-7. This was clearly 
unsatisfactory for use with the 664 and 6 1 38, so they have now 
produced this selectable board for the whole range of ma- 
chines. It has eight sockets, as opposed lo seven on their 
original boajrd, and you can now switch the board between 
numbers 0-7 and Solder freaks can easily modify this to 

give ROM numbers tip to 63, (hough this is unlikely To provn 
very useful. 

The board dings to the expansion port, and having no 
other support it does tend To wobble a bii. f( is a bit on the heavy 
side for this kind of connection, and the weight is quite high up. 
Bearing all this in mind* the connection is surprisingly reliable, 
but you Tl still get a fair number ol tailed power -ups and similar 
annoyances . 

Access lo the ROM sockets is made very easy indeed the 
back half of the board simply pulls off. The sockets are switched 
on by the use of plastic-coated linking pieces. White this makes 
for considerable flexibility in the use of the board, it does mean 
you've got to look after those links if you switch sockets off at 
any stage. Another problem with removing ROMs is simply the 
position of the board widxin the case - ifs just too deep to be 
able to gel at easily. You'll end up levering against the case and 



GOOD NEWS 

► Lots of sockets. 

► Offers yon some high 
ROM numbers . 

fr- Good documentation. 
* Easy access to ROMs. 



e A 0 



NEWS 



► Heavy, and prone to 
wobbling. 

*- Switching and removing 
ROMs can be fiddly. 



damaging it, or having lo use a ROM removing tool, 

The documentation that comes with the board is good, 
setting out essential utformation clearly and telling you pretty 
much all you need to know. Overall the new bo^rd is good but 
not cheap. It would have been better as a free-standing unit, but 
it is the only board around to offer you a crack at those high 
ROM numbers. If you've got a 464, however* you'd do well to 
look at die old seven-socket board. It offers you as much as you 
could use of the larger board's power, it's cheaper and it 
doesn't wobble half so much. 



KDS BOARD 




KX>S Electronics, £26 



The KDS is a free-standing board, relying on your table for 
support rather than Arnold's expansion bus - or that's the 
theory. Unfortunately, the cable connecting the board to your 
Arnold is very short; so short, in fact, that it can't reach the 464 's 
port with the case resting squarely on the table, II you dent 
want the board to dangle from the expansion bus, you 1 ]] need to 
prop it up with a book or the like. 

The reason for this short cable has to do with the 464 disk 
drive, If you want to use the DDI A with a ROM board, or any 
other expansion port peripheral, youTI have to plug its inter- 
face into the peripheral's through-connector. Since the KDS 
board's ihrough-coninector is on the board itself, this means that 
the DDH has to communicate with your 4£4 down the length of 
the board's connector cable. Now. the DDI 1 doesn't hke having 
to use long bits of cable - so the ROM board cable had to be 
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► 




kept shorl or you wouldn't be able to use the DDI- J with it. Get 
all that? 

The small , chunky case houses a meagie five sockets. To 
g©( at ihrm you hiivft to turn the case upside down, unscrew the 
base plate - no easy matter on the review copy - and flip die 
entire board out into your hand, This is awkward enough when 



GOOD NEWS 

► Convenient DIP- switches 
for turning sockets on of ofL 



BAD 



E Ml s 



* Only offers five sockets 
and their ROM no.i are 
fixed. 

► Difficult to get at the 
sockets to insert /remove 
ROMs. 

P- Inconveniently short 

connector cable. 

+ Poor documentation, 



ihe board's empty , but with ROMs in the end sockets you'll find 
you have real problems. 

The sockets are switched on and off by a set of DIP 
switches, but the single page of documentation gives no clue 
about the ROM numbers of the sockets. As it turns out. they 
simply provide ROM numbers I S. This makes the board rather 
less useful than the old seven-socket Superpower board, and £1 
more expensive* 



ROMBO 



£29-95 £1 PScP 

from M.Sharp ( 62 Mead owb auk. 
Lady well, Livingston, 
WXothianEB54 SEL 



This great Utile board comes in a rugged free-standing case, 
connected to Arnold's expansion port with a good length of 
ribbon cable. There's a mrough-cOnnOttor on the case to hang 
peripherals orw and another on the expansion connector itself 
for anything that can t rope with long cables - neatly overcom- 
ing Hie 4S4 disk interface problem somewhat hester than the 
KDS board. 

You can switch the eight ROM sockets between numbers 0- 
7 and 8- IS by moving a Siiperpower-Btyle Unit, but for lurnin 
gindividual socket? on and oft R&mbo has eight tiny DIP 
switches. The lid-fastening screws undo easily, and there's no 
problem getting at the sockets to remove ROMs. 

The documentation is on the light side, but does tell you 
everything you need to know about the board itself. It only falls 
short on general information about ROMs a common enough 
fault to be sure. 

Tli ere isn't too much else to say about the board, really. It's 
well made, and looks like it could stand its share of rough 
handling. Tho expansion port connection nfcver caused a 
moment's difficulty, and the board was generally a pleasure to 
use - Fll be sorry to have to send the review copy back, to be 
quite honest. 



GOOD HEWS 

► Eight dockets, turned 
on/off by DIP-s witches. 

ROM numbers up to IS 
available. 

^ Easy to insert and 
remove ROMs. 

Makes a reliable 
connection with the 
expansion perl. 

► Costs £5 leas than the 
Superpower board. 



GAD 



NEWS 



P- No ROM numbers afaovs 
15 - but then who needs 
them? 

> 464 owners might still be 
better off saving i5 and 
getting the old Superpower 
board. 



PLUG IN AND G# 



- ROM NUMBERS 

Theoretically. Arnold can cope 
with up to £32 different ROMs. 
For his own purposes ho uses 
numbers to tell them apart, 
That* ROMNmrtb&imnm from 0 
to 251. bat for practical pur- 
posed we're going lo be interes- 
ted in the first Q fie numbers 0-7) 
on a 464, or the first 18 (num- 
bers 0-15) on a 664 or 6128. 

In both cases, you're got to 
watch Out for different ROMs 
having foe same number If two 
ROM* 'ctafth' tike (hie. Arnold 
can 1 1 get at either of them. You'd 
have to be pretty careless to lit 
two ROMs in such a way that 
they clashed with each other; 
the clanger is that one of your 
ROMs is going to dash with an 
onboard or peripheral ROM. If 
youVe got a disk drive, for 
example, you can't give a new 
ROM the number 7 - because 
that's already taken by the disk 
ROM. 

Other examples are given 
in the diagram. The crowded 
region is from 0 to 7, but what 
you do about this depends on 
which machine you've got. 

664 and 61 

We'll get the easy bit out of the 
way first. You can, almost with- 
out exception* give any ROM 
you like any spare number in 
the range 0 to 15, You can leave 
gaps in the numbering without 
the slightest problem, so it's 
best to forget about the 
crowded 0-7 area altogether. 
You will need a board thai can 
give you those higher ROM 
numbers though. 

Things get much more com- 
plicated from number 16 up- 
wards, so it's best to stay below 
this. You're very unlikely to 
need thia many ROMs t but if you 
do youll need a good manual to 
help you. 




464 owners 

Things are a bit harder will 
454a, but you shouldn't have any 
problems if you follow thnei 
guidelines, 

ROMs come in two man 
kinds, foreground and back 
ground. U the tiocumentetios 
with the ROM doesn't give jot 
specific fatting rnstmettottS, I 
will normally toll you which 
these two kinds the ROM is 
Don't worry about the differ 
ence between the two; all yol 
need to know is how to fit them. 

Background ROMs an 
simple - they can go anywhen 
in the range <W. provided the| 
don't dash with anything els* 
This narrows your options do w? 
a bit if you've got a disc driv* 
RSS32 and all sorts of otha 
dungs fined. 

Foreground ROMs are a hi 
more compter. They can gi 
anywhere in the full 
range, premded there are n 
unused ROM numbers lows 
down. For example, you coufc 
give a foreground ROM tb 
number 57 and Arnold won* 
be able to run any ptogxaJ 
stored in it - provided the* 
were ROMs for all of numbers C 
86. Unplug any ROM in 111 
range, number 31 for examph) 
and ROM 57 will become J imw 
ibid' to Arnold: he won't knot 
it'* there, and you won't be abt 
to use it. 

Some ROM manuals dos 
tell you what kind of ROt 
you're dealing with, or give jm 
fitting instructions. The two of 
tiorts are to experiment with ifc 
ROM - which probably me a* 
plugging and unplugging it I 
couple oi times - or to phos 
the manufacturers. Tho latta 
not only saves wear and effaf 
but also gives you the chance I 
complain in no uncertain ters 
about the documentation I 
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- BASIC normally fives her© 



-Skywave RS232 



- Silicon disc operating system 
and Pace RS232 (Honeyterm) 



- Amstrad RS232, Pace RS232 
(Honeyvfew) 

- Dtec operating system 



Dramatic News 

for Amstrad Users 
Pocket WordStar 

for under £50 



Pocket WordStar is the specially tailored version of the world's best known word 
processing package, WordStar. Its popular success means that it is now obtainable at 
the unbeatable price of £49*94 inc VAT and available for Amstrad users on the 6128, 
PCW8236 and 8512. 

Pocket WordStar enters text, edits, corrects typos, reformats, paginates, underlines 
and so much more . It includes a mailmerge facility for mailshots and addressing. 



Available from all good Amstrad stockists. 




MicroPro, 



MicroPro International Lcd> 
Hay garth House, 
25-31 High Street, 
Wimbledon Village 
London SW 19 5BY 
Telephone 01-879 1122 




Specifications 
CPU Memory; 56K of RAM is required 
Pocket WordStar can operate with one disk 
drive containing at least 12GK 
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If you thought there were plenty of assembler/monitor 
packages for the Amstrad, you'd have a point* Hlsoff 
and Picturesque! Discovery and Hewson Consultants 
all have their offerings at a computer store near you. 
and between them they offer a fair selection of 
different styles. If you thought there was no need for a 
new package, on the other hand, I'd have to disagree 
with you — hut then, Pve got a copy of Laser Genius, 
This Oasis/Ocean IQ offering is incredibly powerful r 
and the market is just going to have to make room for 
it. 





PURE GENIUS 



Andrew Wilton is knocked out cold by a new package for machine code 
programmers. 



if 



THE EDITOR 

The assembler has a built-in source cede editor, and this will 
probably be your first contact with the system as a whole. It 1 11 
also be your first taste of Genius's individual style. It's a mixture 
of line and screen editor F which 0«isis oUurn offers the beat of 
each system. At first it seems distinctly odd, but you soon start 
to see what they mean, 

It's not easy la describe how The editor works, because 11*8 
so unusual. You can use it just like BASIC, giving each source 
code statement a line number and LIS Ting The program every 
so often. You'd hardly know the? editor had another side, until 
you type in a piece of nonsense. Immediately, the editor marks 
the error with a Large and descriptive menage even if it was si 
program line that you typed incorrectly. What's in ore p you can 
El loci move the cursor back up to the incorrect line, correct it 
and the error message disappears again. 

More powerfully, the editor stores everything that scrolls 
off the top of the screen. By moving the cursor upwards you can 
bring this text back on screen, running up through previous 
listings, deleted linos and the like, AJJ this text can be used - 
move the cursor on lo a command, edit tl if necessary, tut 
RETURN and the command's obeyed as if you'd just typed it in. 
What's more, (he text scrolls extremely fast, beating ProtGXt by 
some way and knocking spots oil moat editors/ WP&. 

The purists among you might object io the use ol line 
numbers which Genius demands, bur there us a lot of flexibility 
here. Numbers arc necessary, but not for every line. You cart 
group lines together in paragraphs or pages all with just the 
one number. Rather than getting in the way, the numbers help 
you organise your programs - and they make light work of 
block deletion, of course. 

ASSEMBLER AND PHOENIX 

Assembly can be to and from disk, tape or memory * and in the 
latter case is very fast indeed. The speed comes chiefly from 
thft way that the editor checks program lines for syntax error 3 
as you type them in This allows it to tokezuso the source code 
that is, to compress it into a much smaller space than it would 
normally require - and tokentsation makes for very fast 
assembly. 

The assembler can handle all the Zilog -recognised 
mnemonics, and none of the unofficial ones. This ia quite 



deliberate, and very encouraging, Some assembler authors 
allow for unofficial mnemonics, because they provide an extra 
selling point in adverts. In practice, unofficial mnemonics are 
utterly worthless and should be avoided at all costs. Because 
Oasis originally intended Genius as a tool for their own use* 
they stuck to what was actually useful. 

As well as macros and conditional assembly, both well 
handle d, Geiuus supports a high-level language called 
PHOENIX- This is of immense value if you want to test out 
aspects of your program., or ever write the finished article with 
it. It compiles to stand-alone Z80 code K and runs at a healthy 
pace. It is, however, fairly tough to use ralher reminiscent of 
C, and not at all a language for the faint-hearted. 

There is a great deal more to deal with, including selective 
assembly of library routines and a comprehensive set of 
assembler directives, but space is short. Instead we'll turn our 
attention to the Genius monitor, which is perhaps the more 
important side of the package, 

THE MONITOR 

I've never been a great one for monitors myself. The con vein* 
tional monitor is a very clumsy tool when it comes even to fairly 
simple bugs. On Those subtle, elusive bugs that crop up all too 
often, they are almost completely useless. On any sizable piece 
of code, single-stepping through the whole program can take 
hours or even days. 

Often, you know to some extent where the problem lies. 
You might know, for instance, that the bug lies in one 
frequently-called routine or that it corrupts a particular area of 
memory. With a normal monitor* ihis knowledge does not help 
you a great deal. It's comforting to know thai professional 
programmers have these problems too, but it's better still that 
Oasis did something aboul it. To be precise, they wrote a brand 
new kind of monitor. 

For a start, the monitor can do everything a normal monitor 
can do. It can dump memory, it can disassemble 1o screen, 
printer and tape/disk, and it can single step in the normal way. 
It can, indeed, single step through ROM routines, It can also 
slow-run through RAM and ROM. with a good range of options 
covering the way in which it handles subroutines and updates 

the screen, 
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THE VERDICT 

This package is so much better than the competition it's hard to 
know where to atari. It you never used the exl ra features, you'd 
have a good. solid, easy-to-use system at a very reasonable 
price. You would p however, be missing undreamt-of debugging, 
power, and a high-level language Thrown in for free. 

If you've already got an assembler, throw it away and buy 
Laser Genius instead. If you've been waiting fox the definitive 
assembler packaged with a truly useful monitor and a price tag 
under £20. this is It. Buy it. 



As for breakpoints, you can choose from 17 different types. 
These cover continuing in different slow-running modes , use of 
down-counters and also switching back to normal, full-speed 
running. This means that you can isolate a particular sub- routine 
to be run slowly, stopping after a set number of calls if you wish. 

All very useful stuff, you might think, but nothing amazing. 
If you want something amazing, you'll need to use the monitor's 
built-in Analyser, This provides you with ten stop conditions 
which are fully programmable - by which I mean, you get a 
dialect of Forth to program them in. 

the analyser mmmmmmmam mmmm 

The idea is quite simple. Every time the monitor performs an 
instruction under slow running, it tests each stop condition TO 
see if the bug has occurred. If the bug corrupts the screen, you 
simply set up one condition to check for anything which writes 
to the screen. If parts of the program are meant to write to the 
screen during normal running, you can exempt them in the 
condition. Alternatively, you can work out some test which 
distinguishes between normal and abnormal screen write 
operations. 

The key idea is the use of a built-m programming language 
to define the conditions with. The choice of Forth as that 
language was determined by space considerations - Forth is 
about as small as a language can be - but it also benefits from 
being easy to describe and learn. If you're ready for assembler! 
you should have no problems with the Analyser. If you're 
already familiar with Fonh you'll find the Genius dialect small 
and non-standard, but well suited to the job. 

You really can check for just about everything you want 
with the Analyser, Oasis include, as an example, a stack- 
checker to stop your program if you try lo RET urn with the 
stack unbalanced. This in itself would justify buying Genius for 
mosr people, but it hardly scratches the surface of what's 
possible. 

You can set up a safety condition to prevent corruption of 
the monitor or your own program, to make the whole system 
crash-proof. You can check for contents of registers, of the 
stack, of memory pointed to. Analyser definitions can check for 
write and read operations in general, without specifying regis- 
ters concerned. In short, you can do whatever you need to do to 
find that bug, quickly. 

DOCUMENTATION 

Assembler manuals are usually a bit on the weak side, and 
inevitably get very technical. The Genius manual is 150 pages 
long, with a thorough and friendly approach that is consider- 
ably above average for the field. It comes across, however, as 
the weakest part of the package. There is nothing startling! y 
new you can do with a manual, so it was bound to suffer in 
comparison with the rest of the system. 

That said, the manual is very terse, The information on 
Phoenix, for eaamplo, is only barely adequate. This is not 
surprising - after all, 150 pages really isn't enough for such a 
-:: i ■ a ire ouqinal system, However, the mainstream sec- 
tions of the system are very well covered. If you want to 
explore, you'll probably just need to experiment a bit. 

The only other criticism of the manual is its colour - black 
text on blue paper This prevents photocopying the manual, but 
it does mean you'll need a reasonable light to read it by. 



SO WHAT'S A MONITOR? 



The problem with prog raminwig in 
machine code, even with an as- 
sembler, that Wt very difficult 
stuff to debug, tf o BASIC 
program Is faulty it will stop and 
give you on error message, A 
bug in a madlkra code program, 
however, wit! norma If y either lock 
you ovt of the computer or crash 
Sf completely, in either cose, ft can 
be very difficult to work out what 
you did wrong, since you'K hove 
to reset or switch off lo- regain 
control. 



To help you soft this kind or 
thrn-g out, you'B probably find a 
monitor comes In handy, Thta i* o 
program that helps you look at 
piece? of rrachSne code and run 
them one instruction at a tfcne* A 
good morntor witi usuoilly JftcWe 
a dkossembter, which con Mn 
opcodes back into mfiemonic*. 
This ;$ essential for Hacking into 
other peopled prog rami, and 
very useful for unscrambHrtg your 
own. 



WHAT IS AN ASSEMBLER? 




If you do much programming in 
BASfC, you'H know Wt wot the 
Ideal language For some pur- 
poses. If you're writing an arcade 
game or a word processor, for 
example, &A5JC just isn't fast 
enough to give you a worthwhile 
program. 

The problem ls> Arnold's 
computing power is provided by 
his Z80 chip - and the ZBO just 
doesn't understand BASIC the 
only language It understands Ss 
280 machine code - One* mat's 
just a load of numbers as for as 
malt human beings air* 
concerned. 

If you write a program In 
BASIC Arnold hos lo translate Hie 
program instrvertom as he come* 
to mem. This translation usually 
sokes Arnold quite o bit longer 
than actuotfy doing what the 
commands re)! him. If you write 
programs in machine code - rhe 
ZBQ's own language, remember - 
there's no need for all this, inefft- 
tfent translation. Arnold knows 
what machine cade means, so he 
Can get* on with obeying It as It H* 

Machine code may make 
things eaiy far Arnold, but It 
mokes things of most impossible 
for you. Being made up solely of 
number*, mochtne code Instruc- 
tions ore extremely difficult to 
remember. If you want to return 
from a subroutine, for example. 



the BASIC command is "RETURN". 
The machine code equivalent of 
rhh Is the rather less memorable 
"&C9". To remember several 
hundred of these numbers — or 
opcodes as mey are properly 
known — is obviously na easy 
matter. 

The solution I* to use an 
auertfr/er. This allow? y 0v fo 
write your program not as op- 
codes but rathe* as frnemonkf ** 
eo*y-n>- remember abbreviations 
which remind you of what the 
Instructions actuary do. Thus In- 
stead of *&C9 <C you type "R£T\ 
because %C9 U tells the Z80 to 
RETurn from a subroutine. Similar- 
ly you type "LWft" for LoaD, 
Irwemwl and Repeat - which is 
rather easier to remember then 
"&EDB0", the equivalent opcode. 

Once you've written your 
program in mnemonic form - thfs 
li called the source code - the 
assembler translates the 
mnemonics Wo opcodes, This pro- 
duces a machine code program 
which the Z80 can understand, 
without your having to learn o 
whole load of those incomprehe^ 
nsibte opcodes. The Aniseed 
opcode program is calted the 
object code, and me process of 
turning source cade Into object 
code is called assembly — yAMi 
eftpjains why an assembler is so 
called, 0 



GOOD Itit 

► Stunning monitor. 

► Fattt powerful assembler. 

► Strong, flexible editing of 
source code, 

► R high-level compiled 
language thai you can mix 
with assembler mnemonics . 

► A great price, 



BAD NEWS 

► The manual could be a bit 
stronger, 

If you V* just bought a 
different assembler, you'll 
have to start saving aU over 
agatni 
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Master of the Database, Andy Wilton, takes a look at this competitor to clBc 



Cswtton first mad* a nam* faff themselvga in Amsirad circles 
with C&rdhox t an extremely simple database, You could call 
this latest release of theirs a database - but that's where the 
similarity with Cardbox ends. Condor 1 is so complex and so 
powerful that 'database* is a misleading term for It. 

The ads call it a 'database management and reporting 
system*, and this isn't just 21 flowery way of saying 'database'. 
Condor doesn't just organise your data for you - it helpsyou 
create systems to organise your data with. If that do&sn't moan 
much foyoa, just bear with me. 

GETTING STARTED 

As is now commojiplace with PCW application*, the Ctordqr 
master disk carnes a SUBMIT file to transfer essential program 
files to the M: drive. Unfortunately, on an uneaepanded 6S86 
there is simply not enough room for all the necessary files, so 
three overlays - around all told - have to go on your data 
disk; This means you're got the chore of transferring the 
overlays onto ev&ry disk you want to use tor data. Fortunately, 
the master disc carries two SUBMIT files which do this job lor 
you 

Things still aren't any too easy even once you've done this. 
Condor is so large you can't fit CP/M and a full set of program 
files into lBOK r so you can't make yourself a turnkey disk. This 
isn't a problem as such, but it is a bit annoying. . 

THE S YSTEM 

Once you 1 ve booted CP/M and used CONDOILSUB to set things 
in motion, you're presented with a copyright screen and a 
prompt for today's date. You don't have to enter a date - just hit 
js&ttirn to move on - but itTJ prove very useful for some 
applications. 

IE you were expecting a command menu to appear at this 
point, you're in for a disappointment. All you g*t is a system 
prompt - 'A»* rather than CP/M's *A>\ 

lite first command you'll want to use is DEFINE. This sets 
up £ dalaset - a group of records - and allows you to define it's 
record card- As- yaur fim contact with Condons editing 
controls, this card-definition doesn't bode well. For a start, the 
cursor keys aren't configured for obvious up-d own-! eft-light 
controls. This isn't too surprising; what really arutoys is Che way 
the alt-key combinations are non- Wordstar. Indeed, the move- 
ment keys don't form a diamond or any other natural pattern. If 
you like SETKEYS, you 1 !! love Condor, 

The lack of keyboard configuration isn't particularly sur- 
prising, and there's an on-screen help line for some of the more 
important keys. What is rather stranger is the way Condor only 
uses a 24x80 screen. Keys can be redefined, but the small 
screen looks to be something you T re stuck with. 

Once you've set up the daiaset's card format, you'll be 
prompted for the types of the different field*. There 1 s a good 
range of these types, including Julian (calendar date) and 
Money The former, being day-monlh-year in format, will 
please the and -Americans among you; the latter, being selected 
using the C T key P will not. 

USING THE DATASET 

Havijig defined your dalaset, you're going to want ot put some 
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data into it. To get onto the dala entry screen you use the ENTER 
^da Easel name;* command Erom the 'Aw** prompt, The record 
card appears on the screen, and you simply type your data into 
the relevant fields- Of course 'simply' here is only relative - 
you've still got those miserable editing keys to contend with. 

Up to this point, as you may have gathered, Condor is fairly 
unfriendly. Putting it at its worst the program is cumbersome to 
set up. ifs command-lint^ r^rher than menu-driven, it fails to 
use the lull PCW screen and lis editing controls are completely 
arbitrary. Anyone dismissing (he package now, however* 
would mi3s out on an awful Sot. 

When it tttmes to using die data you've typed in t Condor's 
pretty impressive. Suppose you want to see a list of customers 
on a subsription list datasct called SUBS, for example. From the 
*A»' prompt ]ust type in LIST SUBS BY SURNAME INITIALS 
START. DA TE FINISH. DA TE. where SURNAME etc are the names 
of the fields you want on the list. Up comes the list m neat 
columns, one for each field 4 complete with column headings. 
For a hard copy equivalent of this., there 1 s a PRINT command 
which works in exactly the same? way. 

Nothing too impressive in that, you might think: ruee t 
natural syntax certainly t but hardly an earth-jittering com- 
mand. The natural command syntax carries over into other 
commands, however. Typing in SORT SUBS BY SURNAME 
INITIALS START.DATE FINISH.DATE takes a little flanking time 
on ths computer's part, but works fine. If you LIST the SUBS 
dalaset again, you'll see that it's now been sorted into 
alphabetical /numeric/ date order by each of these fields, ill 
order of precedence. In other words, 'Jones* comes before 
'Smith', 'J.A.Jones' before 'J. S Jones' and so on right down to the 
order of the ftntshinj dates on two otherwise identical entries. If 
you'd told it to, Condor could have sorted by a further 28 fields. 

If you think about it. you'll now see one of the reasons 
behind the use of a command line to enter instructions. A menu 
might be quicker on single instructions r but it would lose out by 
some way on a command like SORT - and we haven't got onto 
the complex commands yet. 

SEARCH COMMANDS 

U you want to alter a given record, you can easily do so with the 
TITO ATE command. Suppose you discover, after typing in a 
large number of addresses, that Bristol is in Avon rather than 
Somerset, Type UPDATE SUBS WHERE CITY IS BRISTOL, and 
the program offers you all the records with Bristol addresses. 
You can teat through them s modiry them to your taste or prim 
them all out. 

If you want to do rather more with your chosen records 
than UPDATE allows you to, you can use the SELECT command. 
Continuing the previous example, you can type SELECT SUBS 
WHERE CITY IS BRISTOL. This creates a temporary dataset 
called RESULT, which consists of all records with Bristol 
addresses, You can LIST, PRINT or UPDATE this RESULT dataset 
- and generally treat it like any other dalaset - but this is not 
necessarily a good idea. 

You see, RESULT is only temporary. Its current contents 
will be lost the next time you use SELECT or certain other 
commands. This isn't always undesirable. You can. for Instance, 
use SELECT RESULT WHERE. „ to narrow the selection down 
still further. If you're going to want the RESULT contents in the 
long term, however, it's best to put them somewhere safe. To 







I from Caxton Software 




do Ods, you use the SAVE command. SAVE BRISTOL, toi 
example, would pui tho contents of RESULT unto a new dataset 
called BRISTOL. 

GETTING MORE ADVANCED 

So far the commands have all b&an very natural and logical, 
then they've not been doing anything very complex. From now 
on* things get rather more complex, This is the dir eel result of 
Co n dor's power and flexibility. The fact it makes sense at ait is a 
tribute to the manual, and the natural syntax of the system itself. 

The ideal system for handling data involves keeping one 
master da set containing ail the information used . and various 
satellite datasets to update and modify It The key idea is one of 
gaiety: alterations and additions axe never made to the muter 
dafasei directly, so there is far less risk of wiping out vital data. 
Instead,, you feed all new items of data - and revisions to 
existing items - into the satellite datasets. At the end ol the day, 
thes* changes can be transferred to the master dataaet. 

There are other advantages to this system than just safety. 
For one thing, the satellite datasets can be specialised, cut- 
down versions of the full-size master, 

A payments dataaet, for instance, need only carry the 
amount paid and enough other fields to identify the customer 
concerned. The other customer details on the master dataset 
card - even the money owed by the customer prior to the 
payment - are irrelevant for these purposes. Powerful, flexible 
commands can transfer the data across and compute new 
figures for the amounts now owed etc, 

This cut-down card technique makes; it immediately clear 
exactly what you're supposed to do- If you're presented with 
the master card and all the customer's details on it, you'll have a 
job finding the right field let alone working out what form file 
data's meant to take. The payments card, however, will be 
much less cluttered and can carry explanatory notes. 

AUTOMATION 

A division is starting to emerge in the use of Condor, On the 
one hand, you have The more experienced user who sets up the 
dille rent datasets and their respective cards; and on the other, 
you have (he operator who simply fills out the relevant cards as 
part of the office procedure. The problem comes at the end of 
the day, when the relevant transfer and computation commands 
need to be entered. 

The transfer commands are not easy things to use. The 
choice of command words and the syntax they use are very 
helpful, but the underlying concepts are not always easy to 
grasp or explain. While i could give examples, 1 don't have 
anything like the space I'd need to explain them. The manual is 
essential here, and it is an enormous piece of work, Since only 
the more interested user is going to wade through all of ft, (here 
has to be some way of simplifying the traraferral task for casual 
operators. 

There is such a way, and it is called the command 
procedure file. This is a set of instructions for Condor to follow, 
Ii can contain condition*, use variables, display messages and 
take input from ihe keyboard - it is, in other words, a program, 

Any series of instructions you could type in at the "A>>* 
prompt can be built into a command procedure. Thus, a 
complex sequence that transfers payments in and recalculates 



money owed can become RUN PAYMENTS - aa far as the 
operator's concerned, at any rale. Of course, someone's got to 
write the c&mmand procedure. This isn't actually a very difficult 
task. It's a lot like producing a simple BASIC programme, and 
you only have to write the thing once, 

You can carry the automation even further, if you like. By 
using the FORMAT command, you can create help menus. In 
use, (he relevant menu option is 3 elected by entering the 
option's number; there is no need to use the command line in 
the conventional way. Menu options can lead to command 
procedures or to other menus - it's up to you. In this way you 
can create a whole menu- driven system which completely 
insulates the operator from Gondola complexities. 



CONDOR 1 



Caxton Software 

£99. 95, PCW machines only 



DOCUMENTATION 

The review documentation was pre-production, but even with 
important diagrams missing it explained most features ox 
tremely clearly. It is not. however, light reading. The finished 
version is, Tm assured, even larger ~ so got your bookshelf 
strengthened now, 

CONCLUSION 

The above account necessarily omits several features. There's 



G G H H N 1 W S 

p Very powerful indeed, 

► User-friendly command 
system. 

Can tailor a database 
system CD your exact needs. 
P Very reasonable price, lor 
what you get. 
P A huge manual, and 
Caxton 's support hotline 

► Exchanges files freely 
with cither application ft, 



6 A 0 NEWS 
p Record entry is awkward, 
and contra! keys are 
arbitrary* 

P Only uses 24x80 screen . 
P Needs work to get at all 
that power. 



Condons ability to swap files with word processors for one 
thing, and it s report-generating capabilities for another. What 
it has demonstrated, I hope, is this: Condor i is an extremely 
powerful package which goes far beyond what an average 
PCW database can do (or you, but it's going to take seme effort 
for yon to get the most out of it. 

Even with the cut-price edition of dBase U on it"& way, 
Condor 1 is easily ihe cheapest way of getting this kind of 
power. If you've got the size of data-handling job that needs 
heavy-duty software, it's excellent value for money, □ 
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BAD NEWS 

* Very alow when editing 
music. 

► Awkward command 
selection. 

Can be very laborious 
synchronising parts, 
^ Weak error-strapping on 
disk operation s» 

* Otters very poor value 
compared to The Music 
System, 



Minstrel 

Kurtift Computer s 

111 CPCs, £14 J5 tin tlUS disk 

Like the Afusic Cbmpo?er half of Musjc Bar, this program is a 
music editor. The two programs have rather more than this in 
common, but lor now let** deal with the difiereftcea between 
them, 

There are no icon* on the Muufrei screen. Instead there axe 
a series of single-line windows underneath the large editing 
stave, Theae control the editing and playback of the muaic file, 
with the emphasis on playback. To select « function - note 
value, say - title (unction cursor has to be moved under the 
window. To do this, you have to urn the numeric/function 
keypad as a set of cursor keys, © (or righi and f* tor left. 

Once the function curaor ii directly under the window, the 
contents ol the window can be altered using IB to increase and 
£2 to decrease them. In some places this is natural and 
straightforward; 18 lengthens the note value, or speeds up the 
tempo. On other windows, however t it's quite meaningless; if 
you're selecting file handling and similar commands, you 
simply have to leaf through one way end then the other until you 
find the command you want* A menu would have been a lot 
simpler to use than ihis silly gimmickry. 

Writing and editing a piece of music on Minstrel is none too 
easy, bat you can see and edit all three parts of a harmony on 
the one stave. This does create serious problems in timing, 
however. Suppose you enter four crotchets in a row for one 
voice, and four quaver* in a row in another. Th#y each take up 
the same length of *tave, but what happen* when you play the 
tune? 

The answer, a* Iteund to my cost, is that both lines take the 
samfe length of time, Minstrel plays the passage as 
if you'd typed in four quavers alternating 
with quaver rests for the second 
voice's part. If you want the 
quavers to play 
through in 



GOOD NEWS 

► Can edit all three parts on 
the same stave, 

P- Allows expressions and 
key-changes In the music. 

► Independent volume 
controls for the three 
channels. 



half the time, as you might at lit as have expected them to do, you 
have to space out the crotchets to take up twice the length of 
stave, 

Of course, if you type in a line of minims close together.and 
then realise you need to fit a line of quaver* in over the tpp, 
you'll have an awful lot of spacing out to do. Moral: write the 
tune down fust on a piece of manuscript paper - Minstrel is not 
e suitable tool for composition. 



EDITING 

The biggeel air, gk< problem with MmstrC'l 
is the speed it runs at. 




Note values - 
crotchet, minim etc. - 

are nhnRnn from a hlnnlr of icons 



AS*® 



music Box 

The Electric Stu dio 

JU1 CPGs, £9,95 cass £16.95 disk 

Electric Studio are well known for their lighlpens and graphics 
pro grams, hut this music package is something of a new 
direction for them. However, what with the liberal use of icons 
and the inclusion of a lightpcr, control option, there's still a 
familiar feel to things. 

The package is in fact two separate programs, Music 
Composer and Synthesiser. The former is a music editor - the 
musical equivalent of a word processor - while the latter is an 
envelope designing utility, 

MUSIC COMPOSER 

The edi!ir.g screen is dominated by two staves, osae above the 
other. The lower one is the editing stave. It has an arrow-head 
cursor, painting so the place your firs! note is going to go. The 
cursor keys move this up or down, allowing you to place the 
note anywhere in a four octave range. 
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sngru proDiem u you vc got a oi^o — j?e cause, oi course, you ve 
gol a different shape of function pad. This does spoil the 
nearness of the icon block idea, but it's still easy to remember 
which key to press. The only keys lhal have moved are the 
decimal point and <enter>: the decimal point corresponds to 
the dotted note icon, and -=enter> places the chosen note on the 
stave, so they re both quite natural keys for their respective 
jobs anyway. 

As well as note lengths, the block carries icons for acci- 
dentals - sharps, flats and naturals occurring in the flow of the 
music - and a toggle to switch between notes and rests. This 
latter is a nice piece of work, changing all the note-value icons 
into rest signs of equivalent lengths. 

Other keys give you access to slurs, ties and triplets. The 
pound-sign key calls up a menu of repeat signs; allowing for a 
different ending on the second pass through a passage and - 
less useful for infinite repetition. 

BAR LINES 

As you add notes to the editing stave, bar lines axe automati- 
cally inserted after the correct number of beats. It's up to you, 
though, to make sure that this is possible - if there's only room 
for a crotchet at the end of the bar and you select a minim. 



to the left of the editing stave- Each of these icons 
is selected by a different key on Arnolds numeric /function 
keypad Thankfully the icon arrangement mimics flie keypad so 
that the top left hand icon, for example, is selected by f7 - the 
top left hand function key. Because of this, you can tell at a 
glance which key you have to press. 

nn_' .1 .. _ ' -i 



If you're leafing through the score you have written so far, 
turning the page* from gne stave to the next cawa easily take five 
aeconds. This is uot because the program's doing anything 
clever, you understand - jturt that Mmstr^i us written in Basse, 
and it take* that Jong to put all the notes up. one at a time. Tc be 
fair, Music Bos is also a Baaic program; the difference is that on 
Mws&cl it show*. 

There are simitar redrawing delays if you insert or delete 
notes on a fairly full 3tave. Problems with Basic don't end: with 
sluggishness, either; she disk commands seem, to have no error- 
trapping at all. so you can expect to lose your pieces of music 
every time you try raving to a full disic, to example. 1 would 
adviae you to make regular backups* hut under the circxim 
stances I don't think that would be too helpful. 

PACING THE MUSIC 

Af tei :iS that, I hav« to admit that Minsli&l haa Home 
very nice features. You can insert crescendo 
and accelerando instructions 




so as to give your piece expression: you can set the. volumes ol 
the different voices independently of each other; and you can 
fine-tune the tempo. Another nice touch is the way you can 
change key in the middle of a piece - a very useiul little feature. 

There's no getting away from it though; the overall struc- 
ture of the program is just too weak *or nice features to redeem 
it. hi a straight fight, Music Box would win my vote before price 
was even mentioned. As it te P Minstrels price pits it 
against Rainbir d 4 s Music System - and it really 
hm ' tin th^ aarue league 




A simpl e 



you to draw the overall shape Of an 
envelope, stretch it into whatever shape you want, 
*and save a set of the things on tape or disk. You can play a note 
with the given envelope as yoa alteT il, but it can be quite hard 
lo tell from this what it would make a whole tune sound like. 
Music B&x will stop inserting There s only one way to find that out and that means reloading 
bar lines until you fix the error. Music Composer, It would have made things much easier if the 
When the edi ting stave two programs had fitted into memory at the same lime. 



is fullp it clears to a blank stave again to 
make room for the next part of your composition. The 
old contents aren't removed from the screen, though; they are 
■imply moved to the previously blank upper stave. As you fill 
up the editing stave over and over again. *e upper stave 
always displays the last few bars written. 

For editing purposes, you can flip backwards or forwards 
through the staves using the cursor keys. Notes can be deleted, 
duplicated or overwritten. There is no insertion facility > but 
duplicating a note and overwriting the copy serves the same 
purpose . It's a bit clumsy, as indeed is the whole system of 
stave-switching. The upper stave helps overcome the obvious 
'where did 1 get to?' problem, but it's no substitute for a proper 
scrolling stave- 

Moving around within a piece of music can be a pretty slow 
affair, but fortunately there's a command which allows you to 
jump straight to a given bar, To be truthful, this was about the 
only use I could find for bar lines the program seems to play 
all the notes of a bar with equal emphasis- As for accidentals, 
tbey bare no effect on other notes in the same bar anyway. 

As well as jumping between bars you can switch between 
three voices - Arnold's three sound channels. This enables you 
to give each voice a different part of the overall harmony. 
Unfortunately you can't write the three different parts on the 
same stave, or even view one part while writing another - it can 
take a considerable amount of forward planning and mental 
juggling to gel anything but a discord. You'll have few pro- 
blems if you just want to play a tune you already know, but the 
system is very limiting if you're trying to compose something 
original. 



USING THE LIGHTPEN 

The great thing about this package should have been the 
lightpen option, and the way it should make entering and 
editing the music so much easier. Sad to say* it isn't and it 
doesn't- For a start, the lightpen won't allow you to simply point 
at the slave and put a note on it. Instead you have to point the 
lightpen at the treble clef and hold the space bar down to raise 
the cursor - or similarly with the bass clef to lower il and then 
tut <entar> to put the note in place. 

Furthermore h despite advertising claims of compatibility 
with the DK-tronics pen* only the Electric Studio Mark □ pen 
proved suitable for operating the on-screen icons out of four 
pens that I tried. Even then the pen could only control a handful 
of program functions, the rest requiring keyboard input, 

There is. however, a joystick option which proved to be 
well thought out and a pleasure to use. You can't operate any of 
the icons with a joystick k though, but then the function keypad 
arrangement works so well there would be little point anyway. 

Overall then, a pleasant enough package to use, and one 
that can give decent results. However it is not as powerful or as 
easy to use as Th& Music System from Rambird (reviewed in our 
March issue) . 



ENVELOPES 

You can, at any point, change the tone and volume envelopes 
allocated to a voice. This alters the sound the program makes, 
as if the voice had changed instruments. Unfortunately there are 
only eight different 'instruments" to choose between, and they 
aren't terribly exciting either, If you want to alter them to suit 
your musical tastes, you'll need to load the separate Synthesiser 
program. 




e A 0 nt w s Ijj 

ua» only see your 
composition frn$ voice at a 
time, 

► Sad erz«x trapping on tfre 

> Lightpen csntrois area*! 
veryiisefuL ^Jffi 
* Nfim^CToLlifrg ^fipiay is a. 
problem. 

^ Looks p*aya&4 flit 
overpriced compared to 
R&tnfcbrd 1 * Mu*ic System* 
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According to the current Gemini adverts, DaraG#m was written 
specially for the PCW 8256 rather than being ported across 
from older machines. If this sounds like BateGem ia carefully 
tailored for the 82SB, offering features ported applications can't 
hope to match, that's because the adverts miss out one crucial 
&Ct - that the program i* written in Millard Basic 

As such it gains little li anything from being an 8256 
original, since Mallard programs have to work via CP/M the 
same way ported programs do , There is an option to rede tine 
the function keys from within the program, but otherwise the 
only special 82S6 feature dealt with is the printer - and here the 
assumption is made that you'll only ever want to use the printer 
Supplied with your 8356. Even taking this much for granted, the 
results aren't spectacularly better than the output of your 
average ported apphcation. Advertising claims aside, the big 
problem with writing a database in Basic is one of speed. Th^ 
heavy duty tasks, searching and sorting, tend to be too slow for 
comfort if you're using a Bwc program and a large number of 
records. DataCem gets round this by a system of indexing that 
makes for rapid searching, however many records you have in 
your file. 




Key fields are the heart of the? indexing -jyatem. There are 
always, the thinking behind it goes, some Gelds you are going 
to wan! to search far mote often than others. For each of these 
key fields the program keeps an index, Siting a J] the records 
in order. So if r for example, you're maintaining a club member- 
ship list and have Surname" as a key field, the program will 
keep a 'Surname' index which lists all the members in alphabet- 
ical order of surname. 

This cuts oui almost all the work of searching If you want to 
browse through the records of all members with surnames 
between Jones* and 'Srnjth\ for example, the program needn't 
check the surname on every record. It simply checks the 
'Surname' index, and this immediately gives it all the inform- 
ation it needs, 

Of course, there is a price to pay for all this. The indexes 
take up valuable disk space, for one thing, and they have to be 
updated every time you type in a new record. Because of this, 
and the limitations of Mallard's hie handling commands, only 
eight fields on the card can be key fields out of a possible 32 - 
but this is enough for most purposes. 

BROWSING 

Once you've run a search on your file you can browse through 
all the records that fell within the search range. You can edit the 
individual records found, print them out or simply flip through 
them on screen, U the key Geld search gives you too many 
records to browse through comfortably, you can narrow your 
selection down a bit by including search conditions for other 
Gelds, 

You can set these extra conditions for any field on the card, 
key or otherwise. They can be search ranges like the 'Jones- 
Smith 1 example, or search strings - words or phrases which the 
program checks a field for. 

Unfortunately you havre to set up a search range on a key 
Geld, even if you're only interested in orse of the ordinary, non- 
key fields. More seriously, additional searches - even on key 
fields - don't have the benefit of indexing to speed them up. 
With a large number of records, that Basic could really start to 
drag. 

VERDICT 

The heart of a database is the search-and-browse system, and 
here Dategem is rather patchy. Although very fast on searches 
by a single key, extra conditions soon slow it down. Also., it can 
be very awkward setting up the kind of conditions you want. 

Otherwise the program's speed is quite acceptable apart 
from taking quarter of an hour to work out how many records it 
can fit on rhe disk. The main piobUMn in using the program js lis 
tendency to make simple tasks complex and awkward - for all 
the strengths of the indexing system, you might well prefer 
something a little simpler. Documentation was pre-production, 
but quite sufficient as it was. 



INDEXING 

The idea is for the program to do its searching when you type in 
a record, rather than waiting for you to actually perform a 
•ear oh command. This takes up more memory than the normal 
way of doing things, but it does give enormous speed 
advantages. 

When you create a file, you design the record card from 
scratch. For each field you have to enter a title, state the field 
type - text, namericali date or money - and position it on the 
screen, You also have to say whether or not you want it to be a 
kay field. 
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I awkward, 

1 : Takes its time 

I mult f pl*>key searches 

* V«y tflssy about 
change* 

* Disk fci» rauiitif 
I ridiculously alow . 

* Could he written yon 
if yau koftw your 
axeuud Mallard Basic, 

■ 




This package sets out to solve your information handling 
problems - but it isn't a database It is in fad a Filing system 
intended to organise your data into a tree structure. This would 
be suitable for handling a product list, for example, or the 
contents of a library. 

THE CATALOGUE 

Your data is filed away in a catalogue. To construct this you 
have to divide your data, into general calegories. If you're filing 
information on a book publisher'* list, forexample, (host* might 
be 'Fiction' and 'Non-Fiction'. Type ihese two categories in and 
you'll have a menu which looks like this: 




You can now break any of these entries down into narrower 
'lab-categories', creating more and more specialised menus, 
Each sub-category can be further divided in. this way, and the 
process continued as far as you want to go, Once you*ve 
completed Hub piocess h you can then enter a page of data 
rather than a further menu, 

TREE STRUCTURE 

This menu/data page system gives the catalogue a tree atruc 
tore. To find a particular item in the catalogue h you branch 
'Jirough successive menus until you reach the data page you axe 
looking for. However movement within the system is not 
confined to this branching process. Each menu or data page has 
an individual "ID 1 number, and typing this in will take you to (he 
page you require from anywhere in the catalogue. 

Alternatively, you cm use the FIND cornmand to search for 
all those data pages which have a particular keyword. This is 
not a search facility in the normal database sense keywords 
are tags that you enter in the margins of a data page, solely for 
the purposes of FINDing that page later. They are not normally 



visible when viewing the page, and editing them is an awkward 
process, 

EDITING AND REFERENCE 

As well as bypassing the tree structure, you can prune it and 
move the branches around using the disconnect/ reconnect 
command To do this t of course, you need a fair grasp of the 
current shape of the tree And that's none too easy, There is no 
indication of how deep you are in the tree, and no way I could 
find of getting any sort of overview. 

The catalogue is accessed and edited using single- or two- 
letter commands rather than control codes. There is a list of 
appropriate commands maintained on screen, but it is not 
exhaustive. The reasoning behind whether a command is 
displayed or not is unclear: why list KEY. which edits a page's 
keywords, but not DlC a which displays them? 

The system is slanted strongly towards referencing your 
data rather than manipulating iL Editing can be tricky, and 
having to tag data pages with keywords is laborious to say the 
least. Even worse, there's no word-wrap on data page entries, 
which can make your text difficult to read, 

Its not that referencing is mudi easier, what with three- 
digit page numbers to remember; but there are good facilities 
for refeTence-onJy use. Once the database has been set- tip, 
inexperienced users can refer to the catalogue in read only 
mode without risk to the data. 

DOCUMENTATION 

Though the manual is clearly written and avoids unnecessary 
technicalities, it lacks a proper reference section, tf you want to 
know exactly what a command does or the kind of inputs it's 
going to expect, you'll have to rummage through the various 
tutorial sections - and there's no index to help you. For £7Q B you 
might expect something a bit better. 



GOOD MEWS 

P- Easy to access data. 
Tree structure makes for 

ItiqiCAL HtDr^^f . 

► Read-only mode protects 
data front inexperienced 
user*. 



BAD NEWS 

* Very inflexible - 

± Awkward to enter and 
edit data, 

* A lot of money for what 
you get. 

► Manual needs a proper 
reference section. 

► You can only have cue 
catalogue per disk- 



VERDICT 

The package is not very flexible, and yotill need to be very 
sue it can handle the tasks you've got in mind before you buy. 
It s not really suited to inventory mauitenance k and lack? the 
search (adhties needed for general data handling, ff tree- 
structuring appeals to you, bear in mind that Gaxton's Brain- 
sform can do the same job. is much more flexible, and costs £20 
ieas.O 
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The 3256 and 8512 are impressive machines, but they 
ore badly Jet down by their documentation. To be Fair, 
Lcccscript and CP/M Plu$ are pretty tough subjects to 
deal with - but that's all the more reason why you 
need a good manual to explain them. 

Problems like this are nothing new in computing, 
and there are plenty of publishers willing to step into 
the breach, The two books reviewed here are the firs! 
to deal with the 8512 as well as the older 8256. The 
differences between the two machines are particularly 
important at beginners 1 level, so the books could meet 
a real need - but how do they shape up? 



TECHNICALITIES 



A Practical fteferem 


ce Guide to 


Wovd Processing 01 


ttfae 


JUns trad PCW 6256 a 


md 


PCW8512 




by r .A. Wilson 




£9 JS from Bernard Babul FsbllsJ 





This u the cheaper of the two books, and I'm not just talking 
about the; price. Hie paper is thin, low qualify stuff and not 
exactly brilliant white. What's more, all the book s typesetting 
was done on a PCWB2S6 and associated printer, » it falls a long 
way short of normal paperback standards . 

In a way p though, the paper and typesetting both work to 
the book's advantage. Being perfect- rather than spiral-bound , 
you might expect problems typing and keeping the book open 
at the same time. En practice the flimsy paper* coupled with the 
book's large format, make this easy on all bur the first and lasi 
few pages. 

As for the typesetting , this too is useful. It not only acts as a 
good demonstration of the system' s capabilities, but also allows 
the author to demonstrate Text styles, formats etc, in the teat 
itself. 




The book's real difficulties lie not so much with its form as with 
its content For one thing p the author makes the mistake of 
getting too technical too early. After two pages of introduction 
he launches into a description of binary numbers, bytes and 
machine language . 

This really is not the so n of thing most Erst-time users want 
to know about right at the start of a Practical Reference Guide'. 
It's the sort of thing that puts a lot of people off programming 
guides, so what it's doing in an applications book I'm not quite 
sure. To be fair, a little technical knowledge can be very helpful 
- tmi not this, and not here, 



LOCOSCRIPT AND CP/M HMMMH 

It's hardly fair to judge a book like this by its first few pages 
alone, and anybody making it past there will certainly find the 
going gets a hot easier. 

The book takes you through Locoscript and CP/M from 
direct print mode and simple disk operations, to the mtricacaes 
of templates and anils. Hie author goes into a fair amount of 
detail in all this, but mercifully steers clear of further 
technicalities. 

Where the test outlines a procedure for K say H setting up a 
template, you're given a sort oi Qow-chari showing what yon 
have to do r and what responses you'll gel on your screen. 
These can qet a biT cluttered <tt times. ba« are ioT the most pan 
very helpful 

My main complaint is with the long-winded writing style 
which gets in the way of the explanation This is a matter of 
taste, of course, but I did find it made the book quite hard to 
read. 



GOOD MEWS 


BAD NEWS 


fr- Cover* Locwciipt in 


► Off -putting and 


gnat detail* 


unnecessary technical 


► Helpful diagrams 


chapter. 


■bowing yon what to do. 


* Writing style make* the 


Typeset on an 8256, so 


hook heavy going. 


what yea. see U what you 


+• Looks and feels cheap. 


3*4* 






Mastering tHe Am&trad PCW 

8256/8512: 

and Personal Computing 

Joup hUEfaghes 
OLSfS fx&tn Sigma j 

The contrast between this and the previous book is marked. Fax 
from being long-winded, the wilting style here is brisk and to 
the point - and with good reason. Being conventionally typeset 
the book packs f ather mom text onto each page, and has more 
pages, but it has a lot more ground to cover. 

Although Locoscript is covered m considerable depth, 
Ltaccounts lor Jess than half the book. The remainder is given 
over to a thorough explanation of GP/M fc and a guided tour of 
common applications programs. 

LOCOSCRIPT ■■■^^■■^H 

There's quite a difference between this and F_ A, Wilson's book, 
even as far as Locoscript coverage is concerned, The emphasis 
here is on the features of Locoscript as a program, rather than 
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ANT TO BE A 




The result of unique cooperation between three ace software developers 
and the Biggies film production company, Biggies - The Untold Story will 
knock you right out of the atri Its a multi-part arcade strategy game in 
which each part must be completed to reach your final goal. 

In the air, on the rooftops, on the ground, or in the trenches 

YOU CAN BE A HERO! 



Coming in May 



Coming in June 



Commodore 64 
Spectrum 46 K 



£9,95 tape, £12.95 disk 
£9.95 tape 



Amstrad CPC £9.95 tape £14.95 disk 



»urneli Book Centre. Paulton. Bristol BS18 5LQ 



YOUR AMSTRAD 
NEEDS HREMLIN !! 




rf unparalleled =>:i J ami deadly powers, a 

r*b*ttiM dntfewwofevy hmftnaof Ms 
raiti ard praftpniPfi of tht 
Be tiian t-rf sta* KleAt as the □ jtra^iftj 
arinsatior and 

tafcr ymj ~n levels of orthn id J d rm-er tiave 

EuprtMus tho ctunrWrg rftos of it%i4s 
acnUIiftfl actton ±t you ™mr m# t 

of Hum n l~ 

avHTCfning: All the &}Si. hm " L^i H^* 



The cvii apbCia n wreaking havdc on £D 
uruusDorrng wrrld. Gas-ting spefe and 

iKTCTf d«=F ti tf^ tfHn wrtfi- h«w 
en he be rtOpwtf? 'rt- "^e" ttJi vrf ^ M>t 
n dc it? There & arJji erne sl%fritf - tiUf 
ban - Thing on a Spring! 
CofrplFtn 7*ia rM-glo jigsaw an$ fnii his 



Gremlin Graphics software Limited, Alpha House, 10 Carver street, Sheffield S1 Tel: 0742-753425 il 



on the appearance and layout of the finished printout. 

The approach you preler is very much up to you. I found 
this book much clearer on what you have to do to make the most 
of Locoscript. It's true that (tare's very little in the way of 
sample printouts, so you might not be too sure at first quite 
what, for example, bold ttahc half-height is going to look like. 
Bui I don' I really think this is a serious problem - alter all, if you 
want to know what something'.? going to look like the simplest 
thing to do is print it out and see* 

The other point to bear in mind is that this book doesn't 
have flow-charts to guide you through procedures. Again it's a 
matter of taste, but I found John Hughes's clearer writing style 
more than made up for this. 



Spreadsheet's - 
£iiptraik a 2 



- - J -- 



L 



using cp/m mmmmmmmmmmmmmmmmmm 

Although the Locoscript section does deal with simple disk i^e, 
a thorough treatment of CP/M has to wait until almost halfway 



through the book. In three well thought-out arid clearly written 
chapters the author covers the main utilities, installation pro- 
blems, and .SUB files 

Jusi as with Locoscript, pretty much aJ thi- information here 
is to be found in the first 8256/8812 manual, but this book draws 
it together in a usable fonn. In particular the chapter on SUB 
files makes the useful process of producing turnkey disks 
simple and straightforward. Even if you don't know what a 
turnkey disk is a I the moment, this book will make everything 
crystal clear. 

APPLICATIONS HMMBMHn 
Lastly the author considers the alter na lives to word processing! 
namely databases and spreadsheets; and one alternative to 
Locoscript as a word processor; New Word. After a hrief 
explanation of what for example a database docs, the coverage 
confines itself to one mainstream package with a brief glartcn at 
less orthodox alternatives. 

1 am, I must admit* rather sceptical as to the value of this 
section. U you don't know what a database is then the relevant 
chapter will certainly tell you - but Vm sure there's no need or 
use for this much detail Thai said* the spreadsheet chapter 
earns its place by pointing out ihe non-financial possibilities of 
the things. 



G D D D NEWS 

► Straightforward and 
clearly written. 

P- Good, practical 
Locoscript and CP/M 
tutorials. 

► Interesting material on 
various applications. 



BAD MEWS 

► Costs a bit more. 

► Locoscript chapters are 
short on sample printouts, 

► No flow-charts to help 
you. 



...And now we turn to the CPC machines, with a book for program hackers 



Powerful Programming for 
Amstrads - Supercharge your 
464/664/6128 

W John son 

Sigma press, price £6.95 



Long titles seem to be the flavour of the month in the world of 
computer books. So, it seems, aic serious computing subjects. 

This book is aimed chiefly at those Arnold owners who 
want to write practical, problem-solving programs with a 
mathematical or similar slant to them. It takes the form of a 
collection of subroutines, with notes on the underlying method 
and the prograrruriirig techniques involved. 



THE ROUTINES 



The routines aie a very mixed bag indeed, varying from the 
very useful to the completely pointless. While many of them do 
tiresome or difficult tasks neatly, a lot of space is given over to 
trivialities. 

On the useful side of rhmgs there are routines tor matrix 
manipulation and high-precision arithmetic, a variety of sorting 
routines, and a handy regression program. While all fairly 
specialised, these could save you quite a bit of effort, 

In contrast, a number of routines are of very little use at all. 
There are routines to round numbers in different ways, or to 
convert between binary, decimal and hex - despite the fact that 
Locomotive BASIC provides specific keywords to do these jobs 
Other pointless routines include one which finds factorials. 
Aw hole page is gi ven otot to this seven-liner - and I really 
can't imagine anybody using it rather than writing their own. 



The problem with books of subroutines comes when you 
try to use the routines themselves. If it takes you as long to type 
them in and tailor them to your precise needs as i" would have 
to write your own, you have wasted your money on the book. 
While Cheae routines are for the most part fairly self- 
explanatory; they are very short on comment and the notes 
aren't always loo helphil either . 

It's not exactly an advantage that most of the rouJir.cs are 
straightforward, either. If you look at a routine and it*s immedi- 
ately obvious to you how the thing works, you could probably 
have written one yourself without much trouble. If you write a 
lot of mathematical programs, you're lazy and you like typmg 
dungs in P this book could be what you're looking for - but thai 
rules out most people, 1 should chir k □ 



GOOD 



NEWS 



► Some genuinely useful 
routines. 



B0( 



BAD NEWS 

P- Duplicates actions of 
BASIC keyword* in places. 

► If you want the routines! 
yon could probably write 
them yourself. 

► Very little comment in 
the listings. 
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UNIT 14, WHITE HILL HOUSE, 6 UNION STREET, LUTON, BEDS LU1 3AN 

THE UTILITY PEOPLE TEL (OS 82) 41 1 636 



FOR YOUR AMSTRAD 464-664-61 28 



£7.95 £77.45 

TRANS MAT cass disc 

E;nsy l^]ie Ici dh>o transfer, This pr^o-s-EFonallv used and rc&pactod 
utifty has set the standard n lape to di so 1 ransle r thai others alic lo 
mirnrnick. Ratdd hag-hly by (he computer press. 

Tmnsinal'sirtariyfealu-L-'S include ■ Easy ope ration* AuLoor 
non huId modes * Re locator fcr prop/ams whcri overwrite 1 he d^sc 
area ■ Erase * Catalog lies » Kcnarne - Disc header reader * Select user 
□ roa « A or 8 drive working ■ Tr.insmais i:serT 
Also available Off ROM only £19.95. 

GOLDMARK SYSTEMS (TIE) 

The fu'l TRANSM AT support service. Oilers* transfer solLlion books 
(over ICO sol j1 ions) * rnonlhlylact stieels * tape 1a disc transler 
s^rvee * a Genuine H ELP lino. Forlurtncnnlormalioa wirteJo: 
GOLDMAHKSYSrtMS{lls),DEPTAA,51 COMET RD> HATFIELD, 
H ERTS, At. 1 D OSY or T* 1 07072 7 1 52 9 wee K day s 1 800-2 1 00 a 
Saturdays 1500-21 DO- 



j 



CdSS 



SYSX 

An RSX program offering more than 30 i3asic comma nets lor your 
Amslrad. An ideal prog ramTirg sid. 



£10.45 

DISC 



£17.50 



PRIDE PRINTER PORT 

A f ul ! o-bh pr inte r port obtained with th is ad aplor which conned s 

s mply bol ween Ihe si and a p d 7-bi port and 1 he printer lead. Will enable 

I he user lo have graphfc: possbi hies. doiin.ib.Jo character s^is, e'e 



ODDJOB 



[DISC ROM 



THE DISC UTILITY PACKAGE YOU HA WE BEEN WAi WIG FOR 

A compete d isc uti lily wrl h all Th o programs YOU have l a td us you 
v;& nted all 1 cKjeth a r in one a ma? inrp pa cka rje A total of 3 9k of disc 
space used 

Justice* a J some of the fealur&s: 

* A GDmplBCe directory editor with which you can examine the disc 
directory and easily aire rl he contents. 

■ Recover erased programs.. 

- H dc c re p/a t s from p r o dif adory. 

* A compic re sg d or editor lo examine a nd/or alter the oonlerils ci 
MSeS :iHFX Mr AST: J 

■ Mhjjou your disc and locate whei^litesareori Ihetfisc. 

■ Preverrt programs from aodentai!V bc:-ng erased. 

■ An intelligent d-sc copier ihai can copy those damaged/non- 
Standard sectors on a single or I win-drive syslem, 

■ Forma' in hall the t me or, erinor dnvtr. Ideal lor 5.25 inch second 
drives, 

* Train sJor your Idl I g used prog ra ile s 1 rorn c isc onto tape to 
reclaim expensive disc sprint 

* Increase ins speed of your disc drive oy up to 20%. 

* [. bad and h&J prelected RASIC program* 

■ All insinJd'ons are supplied on disc on a separate help menu. 

* Simple lo use wtih sing le -key selection. 

* Makesfull use of I he disc drive A to A, A 10 B. 8 to A. etc. 

* Gompcirible with, ail AMSTRAO CPC computers 

All this for I he Incredible price o! £ 12.95 on disc only 
ODDJOB is constant!/ upgraded— check with us the currant 
version No, and if you wish, return th& disc wtth £2 for Lporad^ 
NOW A ROM VERSION ODDJOB AVAILABLE -£19.95, 



J 



£6,95 
CASS 



SPIRIT |_ 

Toe parted advanr^d software complement lo Transmat lor those 
knowledgeable in eemputinfj-^nl oilers ail the tools you need tn 
one economic package to transler those genuine heads rler-A 
programs orrlo disc. 

To use Sptrft you need a dLsMRSpmWpf and &™ne 
knowledge of machine cods. 

This soph slica'ed package on alransmatableca^^nefor 
oriryCS.95 inc. 



TOMCAT & RSX SYCLONE 2 



Special offer 
£7.00 CASS 



A dtxfcle cassette pack for 464 owners ccfnprising TOMCA r Iho 
ullimate fape-ttvlape hatk u|jf,"oprtttn w»hich even hanclos hcccrr.c 
programs usua 'lyin one go, and RSX SYCLONE 2 alape-Jo-lapeuliily 
ollcwirg you to • load and iisi prelected BASIC prorjjams • choice of 
seven saving speeds • n^nrjehensive header reader. 



CTJ.95 
DISC 



FIDO 

A general I ile and disc orcaniser. If you have a (ot of discs and you can 
never 1 in d 1 ho proorarn >su wanT. men FIDO myo^t answer. Its many 
features wi I al ow you to comptelely organise al' your file&'di&cs end 
manipuSatethem usinrj a spedally designed database. This menu- 
driven disc is Ml Ql new uliliiies and is very easy to use Well up Id 
P Rl DE's u sual high s'^ndards . 



- £7.95 £H.45 

PRINTER PAC II ^aS* c*ss disc 

The complete prinler ulility f or mosl doC main* primers. Breathtaking 
results are achieved even on I he OMP2000 HuB proportional 
shading * full siie dumps * vanaJtrfrj butler opihon to release the 
compulor' 1ojrt dumps * all mooes catered for, 



,£7.P5 £11,45 
CASS DISC 



SUPER SPRITE dJj> 

An ex I re rrw ly powe rl u I and ve rsal f e pie ce of sofl waf e a rea-isl Z 
price SJPER SPRITE is a menu-driven friendly program which will 
oiler you hours of enjoyment dosig ning your own sprites. Included is a 
demo to show you the poss^iM es of de sgnir-g and w 1 ing your own 
animaied ^ollware. The complete Instrndiori boo* gives e?ramp<esof 
how to create and animale sprites for your own programming. 

SPEClALOFFERf 

Buy 2 or more titfas and receive free a rml time digital alarm 
clock QfZEBtS, QurediQf/tfisassQmbfQf. Please state choice. 



£7.00 
CASS 



SPECIAL END OF SERIES™ 

PRINTER PAC 1 & SCRtPTOR 

AdcubtepatKiorposseswsotih© Am^radprimei, 
SCRIPTOn oWera - SdetLnabte charaaw lonl*- lower ca&e 
de scendef $ * lyt uris ic ■ rtalics • joined writing * bokJ and heavy • 
con'a ins DE SC RlBE allowing you lo deline your own charaders. 
PRINTER PAC L altows screen dumps in al modes * texl durttps* 
spedfiy background inks - atsbrevtated codes lo printer • 3 no* lypo 
$ry1$* lorOMPt. 



IF YOU'VE WRITTEN A UTILITY UP TO OUR HIGH STANDARDS PLEASE CONTACT US, 



ORDER FORM 

AilptiGQstnciuds VA TandF&P* For Europe add £ f peri ftfc r For 
Austratosm add £ t. 75 par ttite. Forrest o/ w&id add Cf.SQper tHie, 
INC AIRMAIL 



TBAH&MAt 



SY9X 

.PRIDE: PRINTER PORT 
SPIRIT 



NAME 
ADDRESS 



TOMCAT & RSX SVCLONE 2 
FIDO 



PRINTER F AC II 



SUPE R SPRIT E r . _ 

ODDJOB 
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THE ALL-ACTION 

REVIEWING SYSTEM 

Action test has a slightly different air this month; a sort 
of dank, musty dungeon smelL You don't need to look 
far for the cause because the Pilgrim has Found his 
way out of his regular monster-filled haunts to bring 
you the Mastergame review. That's right <*ur first 
adventure Master game is Heavy on the Magick which 
combines text adventuring with superb animation to 
bring you an animated adventure that made Pilg's 
eyes light up under his cowl. 

Harvey H&adbanger is a budget game that nearly 
pipped Pilg for the Masfergame, having some tremen- 
dously cute, colourful and addictive action. Disc 
owners will be delighted with Tm Cerf; The Special 
Edition, arcade freaks will Flip over Bombjack and 
arcade adventurers have Shogvn to drool over. In fact 
there's something for everyone, So what are you 
waiting for.., get reading. 

1. EXPERT GAME PLAY. No game gets written up until it n s had 
8 long and thorough E#st Take software editor Bob Wade, 
Befcpite his tender years and sensitive soul, hes pretty deadly 
with a joystick and happen? to have played virtually every 
Amatrad game ever released. As drey say down in these parts, 
BW reaches the parts other reviewers can't touch, 

2. EXTRA OPINIONS, It's always dangerous to rely on just one 
reviewer - tastes vary enormously. So all the game* we review 
are looked at by at least two people - Bob Wade and Andrew 
Wilton - who quite often disagree with each other, and when 
they do, they say so! 

3. LABELLED SCREEN SHOTS. It a obviously important to 
print screen^hots, but often they can be hard to make sense of 
Labelling the dtffereat elements can make all the difference, 

4. CLEAR SUMMARIES. Ever r«ad a review where you ended 
up confused about the verdict? tfo chance of thai happening 
here, To make our own views crystal clear we include a concise 
summary under the Good News/Bad News headings, 

5. EATINGS BOXES. We rate our games using percentages for 
extra flexibility and precision. And with so many games to work 
through, it's a help to see at a glance which are good and which 
aren't, Our ratings boxes do this - just look out for the games 
with long bars and dark tips, 

6- GREEN SCREEN VIEW, Some people have to make do with 
a green screen monitor for their games. Our Green Screen 
View lets them know if they're worth the effort of loading. 



AA Ratings - how they work 




GRAPHICS. What the game 
looks like: colour, definition, 
ajtim^uon, imagination, sraootib* 
Ttem- Only part of a game's 
graphic quality is apparent from 
the printed scieen-shofiQ - obvi- 
ously tftew can't show thing like 
smoothness of movement, 
SONIC S k Came sound. To get a 
lugh rating a program will pro- 
bably need a wide variety of 
well-chosen sound effects and a 
pleasing musical sound-track. 
Effects which axe annoying or 
old hat may seriously affect this" 
rating's health. 

GRAB FACTOR. Does (he 
game really GRAB you? Are you 
hooked? How ADDICTIVE is it? 
Grab Factor refer* to the intens- 
ity of the desire for 'one more 
go . And although it's not a mea- 
sure of "instant appear Grab; 
Factor won't be raied highly on 



programs that are EXTREMELY 
difficult to get into. The basic 
tost us this: alter you've Loaded 
up a new game, read the in* 
atructiond and playad it for half 
an hour, does it then iiresistibJy 
draw yon back for more 1 ? 
STATING POWER A gam* 
may be astonishingly addictive 
for a whiie (and therefore, have 
a high Grab Factor) and yet lack 
depth and therefore lose inter- 
est fairly quickly. Staying Power 
tells you how LONG interest in 
the game 25 likely to last This 
depends on such matters as the 
number of screens and levels, 
the variety of the task: the de- 
gree of long-term challenge. In 
shore the game 1 * DEPTH. An 
addictive game with only a 
couple of screens will get k high 
Grab Factor and low Staying 
Power. One with a IQOO^acreen 



MASTERGAME 
Heavy on the IHagick 

AA RAVES 

Hiirvcy Headbanger 

Shogun 

Starqaake 

Bombjack 

Equinox 

Tata Ceti: The Special 
Edition 

They Sold a million: D 

GAMES TESTED 

Killapede 
Nodes of Yesod 
Rad-Zene 
Monopoly 
Tronic Wallie 
G 1111 f right 
Basildon Bond 
Oatti busters 
Nuclear Heist 
Voodoo Rage 
Roch'n Wrestle 
Toadrunner 
Spiky Harold 
Classic Invaders 
Disc 50 



Gargoyle 34 

Firebird 44 

Virgin 46 

Bubble Bus 47 

Elite 62 

Mikro-Gen 62 
CRL 



Hit Squad 



Ployers 48 

Firebird SO 

Mcstertroric 50 

leiiire Genius 51 

Play en 52 

Ultimate 56 
Probe 

US Gold 58 

Ployers 58 

Antartlc 59 
Melbourne Koyse ®^ 

Ariolasoft ^5 

Firebird 60 

Bubble Bus 6S 

Cascade 66 



playing area and which takes a 
lot of getting into would be ihe 
other way round- JM RATING. 
This is out overall verdict on 
the game, the result of a very 
hard turn involving all the other 
ratings* plus factor* like price* 
originality, quality of packaging 
and msTiucrions and anything 
else we car, think of It's norm- 
ally pretty dose to the Grab 
Factor and Slaying Pow^r rat- 
ing*, because there ar£ how 
most people judge the worth of 
a gam#. Cutting m AA Rating 
above 80% earns a game the 
much sought after libel of AA 



Compatibility 

All the games reviewed this 
month are compatible across 
the whole CPC range. 



HAVE, while the high&tt rated 
game in any month becomes 
ocr MASTERGAME - we go 
through agonist before select- 
ing. 4hal gne. 



HARVEY HEADBANGER 

Firebird, f 1 .99 c&ss. jovsdck or keys 



What's so great about a single screen 
budget game which you can learn to play in 
10 seconds? Gameplay - that's what- De- 
spite its simplicity this game has nund- 
warping, addictive gameplay that make it 
an essential buy. and difficult to slop 
playing once you've got it. 

The key to the gameplay la originality^ 
You won't have encountered a game quite 
like this before on a computer, even though 
it is such a simple concept; The game lakes 
place oil an &xS grid of squares where 
Harvey Headbanger and his rival HamLsrt 
Highball try to outwit each other in a test of 
skill and fast reaclions. 

The roles of Harvey and Harnish can be 
taken by either two players, one player 
against the computer, or the computer can 
control both in a demo game. The one 
player game is tough, but obviously a lot 
more fun can be had when two players 
battle- against each other. H and H are 
spherical, buck toothed, wild haired, bug 
eyed lunatics who have a novel way of 
getting around the screen. 



SECOND OPINION 

Cute graphics and murderous 
gameplay wiShook yen and keep you 
hooked. IF you like arcade action And 
fro&rd-g&jne strategy then Jaston your 
se&tbelts* z cos tfus has got both - at the 
same time* The computer's Harnish 
grefj vicious on the higher levels and 3 
n-uman oppenent is e ven worse, sn 
you *U ha ve to think fast and rn ove 
faster. Great value At five tunes the 
price! 

AW 



It isn't that simple though because 
either player can gain an advantage over 
the other by creating and drinking cock- 
tails- Yup> you read that right - cocktails. 
The names of the fat fighters may have 
given it away and there are yet more silly 
drinks involved. These are the Slim Jim. 
Hong Kong Fizz, Crystal Highball and the 
Tequila Sunrise, all of which have a desir- 
able effect on the H that manages to drink 
them. 

Cocktails are created by encircling a 
coloured area of your opponents squares 
with your own. They can then be passed 
over and drunk r increasing the liquid level 
in a straw at the side of the screen. This 
becomes important when the two fatties 
collide on the same square- They rum black 
and spin off completely out of control t but 
the one with the higher liquid level will 
regain control first and can try to encircle 
his helpless opponent as he reels around 
the screen. 

When a player is trapped he disapn 
pears rn a splodge of colour leaving a pair 
of boggling eyes, Enemy cocktails can also 
be removed by encircling them, causing 
them to disappear with a colourful Zap. 
They also disappear if left undrunk for too 
long. Victory is greeted by the winning 
player swinging full circles on a line. 

The animation and use of colour give 
the game a cartoon .feel, and the musical 
ditty that tinkles along during play sounds 
nice. The gameplay is the clincher though 
with the five computer skill levels provid- 
ing stiff opposition to start with, and a 
human opponent giving more unpredicta- 
bility and excitement to keep the action 
going. One of the most addictive and im- 
pressive budget titles I've seen, particular- 
ly when you play with two players r 

BW 



The grid is split horizontally by lines 
from which the protagonists can swing from 
side to side, or jump up or down to change 
lines. This bungs a great look to the action 
because they are wonderfully animated 
and totally manic. They can swing freely 
about the grid, making right angled turns 
when changing direction, 

The two H's each control a different 
colour, changing a grid square to that 
colour when they pass through it The idea 
isn't to turn the whole grid to your colour, 
but to try to encircle your opponent with 
squares of your colour so that the space 
within, including your opponent, gets filled 
m. This wins a game and a set number of 
g&;nes P specified at the start, will win the 
contest as a whole. 



The evil Harnish 

Jusl i-2 nake clear whzx Harvey s ua ags n:t 
here it ss In diagram t--i- E^nr^-n " e^ojpe 
Ha^ey n =vF>noi]E hrn.b!^. H^iri!:;-.!; Has ^carded 
hiru wilh a itm of b l£- t^La^es and is asoji to 
complete Ihe rectangle. 3y£ t>ye Han*y. 

Diagram £ shows ttifrr nasty Harnish 
creales cocktaifeira build up hi? slitsic^i. A pateh 
u\ red nas been encircled. One more move arcrj 
sow! (2a j three toveJy cockt^te 
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o^L eo<fc,ori * H *'' 




GREEN SCREEN 1 VIEW 

A colour chAncpng option keeps 
everything nice and visible, but it's a 
$h&m* to nuss those bright, cle&rt 
colours. 
JLW 



Great cartoon graphics. 

Original game idea and features. 

Fast, addictive gamepla?* 

Makes your mind work overtime and 
gets the adrenalin going. 

Lots of fun with two players 
> MSI this foi a budget price , 



B A O H E W S 

Computer opponents axe food but 
follow predictable patterns althe stari of 
each game. 
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SHOCVN 

Visyiu, t"y 9Ei l.i^t; f 14.9b lI^l- pysnck only 



The kings of Amstrad arcade adventuring 
have come up with their latest graphic 
classic, based oil the James Clavell novel 
about 17th century Japan. It's radically dif- 
ferent again from Sorcery and Strangeloop, 
featuring icons and totally different game- 
play, hut still displaying their talent for 
producing beautiful graphics. 

The aim of the game is to become the 
Shogun. the supreme military leader and 
number two to the Emperor himself. To do 
that you have to get twenty followers to 
support you and then complete a quest 
given to you by the Emperor. You can take 
on the role of many different characters 
from the outsider Captain Blackthorne 
through peasants, servants and samurai to 
the nobles. The difficulty of becoming 
Shogun is different for each character but it 
isn't easy tor any of them and the effort 
required for each is reflected in the final 
score. 

The game takes place against some 
very picturesque backgrounds consisting 
of hillsides, clouds, rivers, buildings, 
palaces, caves, lava pits and general green 
scenery. These screens sometimes appear 
to be in pseudo 3D and at other times 2D 
but all of them look nice and it doesn't affect 
the playing of the gamep 

The character under your control can 




move anywhere on the screen, except 
where he is blocked by a specific object or 
terrain feature. These have to be dis- 
covered by experience- This means that 



SECOND OPINIO K 

This one really grabs you with its 
graphic originMlity Mnd size, bntihs 
gameplay has a few problems. The 
tasks required of yen are usually 
pretty straightforward, the combat in 
particular being a matter &f 
unintelligent hacking. The screens are 
wpnderfuMy atmospheric, but the 
absence of cJear exits can g&t very 
frustrating. An intriguing game, but 
not vintage Gang of Five stuff as far as 
Pin concerned. 

AW 




you have the odd sight of the characters 
wandering around in mid-air but you'll 
to that and realise it's nece- 
soon get used 



The fcon menu that 
allows you to 
mtcroct wjfh offipr 
character* 



Thft ugly chgrocltr 



The nine feons In the gome all 
need to be used to get the best 
out of it so her e 1 * what they do. 

very handy mis one 
because opponents will often 
yield end follow you. Stubborn 
opponents may hove to be killed 
[you chop their head off) or they 
may kHI you. Fighting natu rally 
costs you o lot of energy. 

you can go round fir- 
ing smllei at people to try to win 
them over which also costs energy 
but 3$ less likely to bring them 



sssry and indeed desirable because of the 
perspective switching. 

Movement around screen is rather 
jerky and inaccurate but fortunately this 
isn't too important from a. gameplay point of 
view. What is more annoying is the dif- 
ficulty and delay in moving off the edge of 
one screen and onto another. Once you 
know how the game maps out this is less of 
a problem but you'll need perseverance to 
start with in discovering where you can go. 

Once you can get around the game yon 
car. start interacting with the oftier charac- 
ters and try to complete your task using the 
nine icon commands at your disposal. The 
most important of these are the ones allow- 
ing you to attack. be£r-er=d. examine clp.q 
order other characters, and give them ob- 
jects. Using these you can win ever people 
but there are bound to be a 

found vrttfc (He 
number o* loyal 
follow#ri 
underneath 



A peosonl who 
con be eostEy 
*wayed to your 



tow casualties 

along the way - jus? make 
sure one of them isn't you. 

The characters all have different de- 
sires, behaviour, sErenglhs and weaknesses 
which change lor each new game but you'll 
need a rough knowledge of each person's 
characteristics if you're to survive for long. 
Survival is dependent on keeping the 
strength gauge replenished. It's run down 
by some actions and built up by eating food 
that appears at various places. The other 
commodity that can be collected at frequent 



I 



round to y our woy of thin kFng . 

this can be used to find 
out what something or sofncone is 
and how a character may be 
feeling. 

a lost report this in a 
fight because you will probably 
lose your followers and pos- 
sessions. Definitely the dishonour- 
able thing to do. 

you can bribe otter <har- 
acters with money or objects to 
moke them more amenable to 
you. 

drops on of the three Hems 
you con co r ry . 

brings welcome rest for a 
hard working samurai Iran the 
rigour* of action. 

very important this 
because it allows you to order 
you followers to get on object, 
stand guard, protect you or as- 
laislnat* someone. See what a 
privilege it is to hove power in 
ancient Japan! 

□Hows you to save 
a game at any point. 



intervals is gold and a large bank balance 
will allow you to indulge in some under* 
hand bribery. 

Wh^n you've got 20 followers and 
visited the Emperor's palace you enter the 
second phase of the game which involves 
finding four different objects. How you get 
them and what they axe you*ll haw to work 
out for yourself. 

In terms of the graphics, atmosphere 
and game task Virgin have another excell- 
ent game on their hands. The only thing thai 
lata it down a little is the control of the 
character which will cause some an- 
noyance. The :cons are used to good effect 
and not thrown in just for the sake of it Most 
importantly of all the* gamaplay is good, 
being easy to get started ott but in the long 
run tough to beat. 

BW 




STARQUAKE 

Btihhlit Btis. fR 95 c*S& f 12 95 disc. juvsCitk orfceys 




GREEN SCREEN VIEW 

Loses a great deal of atmosphere, and 
ih&r's a serious blow to the game as a 
whote. Nq major problems with 
visibility, but colour does help you 
recognise characters, 

JIW 



Good n umber of very attractive 

If lea scenario and atmosphere. 
Good, use of icon* in garneplay* 
Easy to get to gripe with bill tough to 
beat* 

Lota of different characters to play 
and therefore variations in the game. 



Character control leaves something to 
be desired. 

Borne players may find the gameplAy 
Lacks depth. 



GRAPHICS 



GRAB FACTOR 



STAVING POWER 
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81% 
85% 




8lob stores wfrfc 
eyed ot Mi corner 
duH wrroundingi 



terminal 
for lost movement 



Allen mot< 
emrgy 



Bubble Bus are quite a email software house 
in comparison with the Oceans. Activuions 
and Firebirds of this world but they keep 
producing good little games. Wizard's Lair 
and Hi Rise were both good value for 
money product! and this latest arcade ex- 
ploration game looks set to do even better 
(or them. 

The star ia BLOB [Bio-Logically 
Operated Being) who has to rebuild the 
core of a planet to savo the universe ho, 
hum, it's all m a day's work. Translated 
from the inlay that means he has to collect 
the nine pieces of core from amongst the 
maze of 5 12 game rooms. Naturally this task 
ia far from easy because of the size of the 
game and the obelactes that face Blob, 



tag look to the game is a result of if being a 
conversion, but for tuna lely the ganteplay is 
a different matter. 

Blob ia just that, a small circular cxea- 



GRAPHICS 
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43% 
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GRAB FACTOR 


83% 




STAVING POWER 


80%i 
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SECOND OPINIOH 

A big one for exploration freaks* and 
the gamcpiay's pretty strong too. 
There are plenty cf interesting 
features to experiment with, and some 
rough obstacles to get past, It's nothing 
rosy exatmg to look At. but a big task 
and Jots of nice touches mere than 
make up for this 



L 



The rooms are fairly simply designed 
to look like a cave system but the lack of 
variety in the colour detracts a good deal. 
Many of the features and aliens are drawn 
in detail to look good, but again colour is 
not used to the full. This slightly disappoint- 



ture with bug eyes who has rwo main 
methods of movement - walking and flying. 
Walking is done unaided but leaves Blob 
affected by gravity, ao that he will drop like 
a atone when he walks ofl the edge Of a 
platform, He can be guided left and tight in 
the air but a much easier form ot travel is 
using hoppers, These can be picked up at 
many points and flown freely around but 
restrict Blob's ability to pick up some ob- 
jects and get into some game sections. 
They sit underneath him like a hover plat- 
form and can be dropped off al another 
hopper point when Blob needs to go on foot 
again. 

Another very handy means of trans- 
portation is the teleport terminals that can 
be used to get to a different aroa of the 
game. Each one has a five letter name 
which you need to know in order to use it 
but once discovered they don'1 change in 
subsequent games, so travel.becomes con- 
aide e ably Easter, In some places there are 
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UCASRUW GAMES 




Discover the secrets of 
The Eidolon, a 
mysterious 19th 
century machine 
powered by the forces 
of magic. The Eidolon 
lets you tele port and 
transform enchanted 
creatures - cVrep.v™, 
Biter Birds' M and 
Bottlenecks 1 and 
challenge the 
"intelligent" Guardian 
Dragons* You can 
create and capture 
magic fireballs... 
perhaps even alter the 
flow of time itself! 
outstanding 
graphics and 
gameplay' Z/ap? 64 



Scientific Curiosity or 
Passport to a Magical 
Dimension? 



Ofc VvV* *33" 
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ants^gTav lifts that can only be used when on 
loot, but are essential in some sections 
where a hopper can't be taken. 

The aliens that inhabit the cave come in 
several dif fere n! breeds but there are oniy 
two important d lis nr.c'»cr a to be made be- 
tween ihem- Most of them fly around the 
screen draining Blob's energy when they 
touch huru but one particularly nasty type 
explodes on contact losing him a Me. Lives 
can also go down the swannee by mniung 
out of energy or colliding with several 
deadly, static objects. 

Oihftr unmovmg objects can be used to 
help our little friend and they appear all 
over the place at random. There are four 
basic types thai replace energy, platform 
blocks, bullets and lives. There are also the 
core elements, keys and passes that will be 
needed to complete the game. 



GREEN SCREEN VIEW 

Some of the aliens are di&cuJt to see, 
so you can be taken by surprise* 
otherwise h doesn r loose a laf as the 
toe of colour i* pretty poor anyway. 

The blocks and bullets also help Blob 

out, the former being used when on fool to 
gel him over obstacles and the latter lo 
blast dway most oi ihe aliens. Blob can run 
out of all of these, particularly if you re- 
explore an area of the game from which 
you've removed all the replacements. 

The action is decided]}- frantic with the 
pressure always on from the energy- 
draining aliens, Along with the need for 
mapping and finding objects mis makes the 
game-play demanding so thai you'll be ab- 
sorbed enough not to nonce trie disappoint- 



ing use of colour. No! very originaj but 
packed with action and challenge for any 
standard of player. 

BW 

COOP HEW ~S~ 

► 512 Screens, 

y Nice movement controls for walking, 
flying and lifts. 

fr- Hectic game play with non-stop adieu 
to cope with. 

^ Plenty of objects and features to 
discover and use, 

► Tough task but easy to get lata, 



W 



Not much originality. 
^ Unimaginative use of colour. 



KILLAPEDE 

Mayers. t1.8B eass, joystick or keys 



You will probably have guessed from the 
game name that this tx a vera ton of the 
arcade game Centipede, and not ihe first 
one for the Amstrad either. There are a 
number oi differences in style and c anient 
from the existing best,, Wriggler from 
Blaby. bul both are budget priced - rightly 
so tor an old arcade game. 

The action takes place in a garden 
under assault by a myriad of different 
insects, all hell bent on the destruction of 
your Dynamic Debugging Thing (DDT - 
get it? The insects will) This is located at 
the bottom of the screen arid can move 
around the lower quarter of the display. It 
shoots knives up the scraen thai destroy all 
manner of creepy-crawly, nasty-wasty, 
b ucj gie- waggles. 



SECOND OPINION 

Big, bright and colourful, it's an &bove 
average version of a truly addictive 
game - until yon play ifc ft looks great, 
it sounds amazing, bul it's ioo slow. 
There's none of the insane panic that's 
sv nm/ to Centipede clones. Admire 
its ihe speech, but buy Wriggler for 
gameplay, 

r k \v 



The screen starts off being dotted with 
mushrooms that serve to get in the DDPs 
Wayt. and to accelerate the progress down 
fhe screen gf the killapede (halt appears at. 
the top. This is the. main object of your 
attentions and is composed of a number of 
segments which all have lo be destroyed. 
When a segment is hit the kiU&pede splits 
in two. leaving a mushroom behind on the 
spot. 

Once the "pede has been destroyed 
another one Appears 10 take in place, but it 
is longer than before. Running into a seg- 
ment causes the DDT to explode like a 
melon hitting (he pavement from ten 
storeys up. This death routine is repeated 
every time the DDT meets any of the other 
pests. 

Th* swarm of enemies include fleas 
that drop down the screen leaving a trail of 
mushroom* behind them. This way the 



screen can quickly become clogged arid 
restrict both movement and the ability to 
shoot things, Mushrooms can be turned into 
magic ones by snails that crawl across 
screen. When a *pede hits one of these tasty 
toadstools it comes straight down the 
screen, unlees interrupted by a quick knife 
in the head, 

Down at the base of the screen the DDT 
is harassed by spiders and ants. Spiders 
bounce across screen* looking more lute 
Magnus Pyke with a spiked hair-do, and the 
ants move straight across, trying to home in 
on you. A much prettier adversary are the 
butterflies that Gutter by occasionally and 
can be blasted from the skies for a health y 
bonus score, 



scone 



Last, but not leas?, is a ghost that ap- 
pears when a piece of 'pede reaches the 
bottom at the screen He can't be shot but 
disappears when all of the *pede is de- 
stroyed, tf you take too long he will ad- 
vance down the screen and you 11 be a 
dead DDT 

The action is nowhere near as adre- 
nalin pumping as WnggJer because it's 
much slower, but it has a krt goutg in favour 
of it. Although slow the action is tough and 
certainly has plenty of colour. The present- 
ation is also to be commended with some 
very impressive speech synthesis without 
the need for hardware, and some very 
coioiirful writing. A bit of a war of attrition 
because of its slow speed but otherwise a 
very .enjoyable and cheap blast. 

BW 
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* Good speech with no extra hardware 
required. 

fr- Lets of different insects lo cope with, 

Good use of colour, 
► Gets tough as you are o verrun in later 
stages. 



GREEN SCREEN VIEW 

Weil* chosen colour combinations 
mean it's still playable, at least for as 
many stages as I could get through, 

AW 



► Action is slow* 

► Doesn't get the adrenalin pumping as 
mmch as Wriggler* 
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NODES OF YESOD 

Of! hi. Firebird. £f 9.95 cass r jciyfitic-k or keys 



Lunar monolith* are nothing new to anyone 
who has read or seen fflOJ: A Space 
Odyssey but the problem here is finding 
one. To do this & little spaceman called 
Charlie has to collect eight 'alchiems Irom 
the lunar cave system and cope with aJJ the 
dangers there r 



SEC OTTO OPINION 

The mole 3 s great and I'm a sucker lor 
explora Hon games, so why don '? 1 like 
Nodes? WeB r th& truth is it's just a bit 
too mechanical. Graphically weak and 
sadly Sacking m depth, th& only tmng 
to do is explore and collect - and that's 
nor v&ry impressive for a £10 game, 

AW 



Our bubble-headed hero begins his 
quest on the moon's surface. There's a 
draggy mountain range in the background 
and in the Tore ground are craters and holes 
in the ground. Everything is grey (very 
realistic) and from rime to time a mole wiiJ 
pop out of one of the craters, now revealed 




as mo J chills (not very reali&ticj. I! you jump 
at the mole, performing a graceful, weight- 
less somersault in the process, he can be 
caught and put to use later oil 

Walking over one of the holes in the 
ground drops you into the underground 
cave system where the alchiems are 
located The caverns consist of relatively 
bare flick screens (as opposed to scrolling 
screens}., most of which contain a number of 
platforms and lunar nasties. Charlie gets 
around by jumping between platforms, but 
has to be careful because very long drops 



can end one of his three lives, Judging 
some jumps can be quite difficult and you 
may end up infuriated at having just failed 
to make a leap and slipping of the edge of a 
platform* 

The other way Charl;e can die is by 
coming into contact with the underground 
aliens. These come in two basic varieties: 
ones thai float around the caves and ex- 
plode on contact with you, and ones that 
walk around the bottom of caves and 



R AD-ZONE 

MaMertrcmic, £1-93 cass, joystick or kiys 



Radiation disasters are becoming common- 
place it seems, although fortunately this one 
takes place on a remote planetoid, There's 
only one human life at risk and you've got 
: ont guess who - well wmwnea got to dc 
it. You've got to clear up the mess; decon- 
taminating affected areas by removing aU 
the radioactive objects. 

■ The game comes from the authors of 
TJw Scout Stop* Oat and has the same 
distinctive graphic sryle and gameplay. If 
an exptoraticrcV platform game packed with 
plenty of small, colourful graphics and 
some nasty hazards. Ygu control a little 
balding man who, after having donned an 
anti-f&diation suit, has to venture our into 
the hostile irradiated environment , 



SECOND OPINION 

ft 's quite simple stuff, but I enjoyed the 
game a lot The graphics are 
mteTEstuig and colourful, with 
challenging gameplay and good 
sound to boot. The a$fe areas will help 
you explore, and there's certainly 
plenty to see. A good game and a 
great price. 

AW 
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The -screen* are composed of ara&U 
colourful h Mturntic graphics including 
some moving dangers and other features 
thai you have to find out about by trial and 
error. On e&ch screen are a number of 
objects that need to be picked up in order 
to make it a radiation free area. These 
aren't always the same but include clam 
shells, seaweed, diamond shapes and 
discs. Some c&n. only be neutralised when 
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they Gush red* making things even tougher . 

Once ail radioactive objects are coSlec- 
ted the screen becomes a safe area. These 
areas axe extremely useful (or cleansing 
your suit of radiation. A gauge at the 
bottom of the screen show* this building up 
due to the presence of radioactive item* 
and coUislons with certain moving hazard*. 
If it gets too high you first lose (he protec- 
tive «it and than a life. Returning to a aate 
ana removes all radiation, but if you'V© 
lost a suit then another one ha* lo be 
collected from the start screen. 

The moving obstacles on some screens 



are well designed and lethal if you get 
caught by one at the wrong tune. Tltere ax^e 
rolling rocks, guards with spears, flying 
saucer* and some ktifret that have a dead^p : ' 
sawing action. One section is particularly 
tough because it's underwater and Juaa a 
buoyancy effect the same as in The Scout 
Steps Out 

The screens require different skills to 
complete but good timing, fast reaction* 
and a bit of tuck will alt be needed. They 
are mapped out so thai they don't have to 
be tackled in a particular order bui + 
because of the need to create safe areas, 



bounce you into the air on contact. These 
both gradually drain your energy until only 
a crumpled spacesuit is left as evidence of 
your existence. The aliens are nicely desig- 
ned and animated but. like a lot of the cava 
system, are dull in colour. 

The mole that Charlie picked up comes 
in handy for performing two jobs. He can 
explode some aliens on contact, bu^ moat 
important, he can dig holes in wails. You 
can only find out which walls through trial 
and engr bul a seemingly hopeless po- 
sition or a particular arrangement of piri- 
forms may give clues- The holes the mole 
digs give access to other sections of the 
game, essential to completing it, 

The alchiema are shiny crystals that are 
tough to find, and not safe even then. Other 
space suited searchers will appear on 
some screens and, if Ihey touch Charlie, 
will explode, taking one of the alchiems 
with ihem. These and many other hazards 
can be dealt with using gravity stacks H 
which are collected along with an extra life. 
They remove some aliens and scop the 
alchiem thieves in their tracks. 

The game has some other nice touches, 
like a tunnel with an updxafl which you can 
float up and dawn, invisible- holes in the 
floor, and whirlwinds that act like leleports. 
These may help or hinder, but all make 



Km be*J to work or* a regular pattern. 

True game U very similar to The Scout 
Steps? Our but it's £7 cheaper and thai 
makes it much better value. The screens 
are attractive, well designed and tough 
enough to keep you exploring Tor some 
while- A delightful title tune play? on the 
start screen and for £2 you can have a tot of 
run with this, 

WW 

bop o n i w ~T 

► Small bat otiltintxfaJ graphics. 

ft» Pleasant title tone . 

* Nice feature* like water section and 

safe areas. 

Tmgh ncteeita and plenty to •xplor*. 
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> V*t? *itntt&t*Th# Sttui Steps Qvi. 

> Movement control, particularly when 
mivr attack, cu be awkward. 



GREEN SCREEN VIEW 

The screens are fine, but those colour- 
coded radioactive objects csan be a 
real pain. It is possibte to tell when 
they re red, but only just 

AW 
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mapping the game as you go a great help. 

The graphics are the main disappoint- 
ment about (he game. They may be at- 
mospheric and lunar-like bui they're also 
very dull. The action itself lakes a little 
while to get to grips with, but once you've 
started exploring properly there's quite a 
bit to see and do. A nice exploration game 
but not one that's going to set your mind or 
joystick alight. 
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Large, atmospheric play tng area. 

► Nicely animated alien k and jumping 
action. 

► Good features like the mote and the 
updraft funnel 

K Tough game task. 



0 
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► Use of colour is very disappointing. 

► fust an exploration game re q u i ring 
Utile thought. 

► Fatal falls can happen much too easily 
and there 1 & nothing you can do about It. 

GREEN SCREEN VIEW 

Some serious problems with green 
monsters on a green screen -so keep 
your eyes p&ejedl 

AW 
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MONOPOLY 

Leisure Genius 'Virgin, t"9 9*5 c&ss, 114.95 disc, 
keys only 



Remember the lazy summer days when 
you'd get out the bartered Monopoly box, 
with its httle green houses and red hotels 
treal wooden ones mind), arid spend long 
afternoons uying lo make a fortune in 
pretend money. You don't? Well here's 
your chance to experience il on your 
Arnold who will do all the hard work, 



leaving yon to enjoy the game and get a 
fan. 

This computer version faithfully recre- 
ates the board game, and allows up to six 
players to take pan* each with their own 
playing piece, All your old favourites are 
hers: the iron, boat dog, cat; boot and hat+ 
For real authenticity (here should have 
been one missing and a large dent in the 
boot, but no conversion is perfect after all. 
Player 3 can lake conirol o( all these pieces ¥ 
or they can be left for the computer to 
control. It will even play all six in a demo 
game. 



SECOND OPINION 

tin not really too sore what the point of 
computerised Monopoly is. The 
computer opponents are si! very well, 
but they r xe no substitute (or human 
bemgw. In every other respect the 
real, cardboard thing; is at least as 
good and a whole lot more fun. 

AW 



The screen has a picture of the whole 
board occupying the top of the display, bul 
this lacks detail and merely serves lo show 
the posinan of the pieces on the board. 
Below is a window in which mosl of the 
action takes placet, including close-up pic- 
tures of sections of the board. 

If you haven't played the board game 
then full instructions are included with the 
garr.e. but here's a quick summary of what 
it's all about. Players travel around a 
squaie board made up of a number of 
colour coded sels of properly, and some 
other special single squares. A site can be 
bought, and when a player has a full set he 
can build houses and hotels on the land, [f 
another player lands on one of your sites, 
you can charge him rent. This goes on with 
players acquiring assets until a set time 
limit or all but one of die players has been 
bankrupted . 

The computer rolls the dice automati- 
cally for each player and moves the piece 
along the board. The computer will offer 
you one of several options depending on 
which square you land on. After complet- 
ing this the player can also select one of 
several other actions. He can mortgage or 
unmortgage properties, buy or sell houses, 
try to trade properties with another player 
and claim rent when another player lands 
on your property. 
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All the special features are includcKj 
like going to jail, chance? and community 
chesi cards, tax spaces and Tree parking. 
Because it's a game of chance the computer 
plays a good game, but obviously it s more 
fun to play against other people. The 
graphics are fairly basic but adequate and 
there's little sound. Trie game proceed* 
fairly slowly through some sections and it 
can become tiresome. A faithful but unin- 
spiring version or the game that only lacks 
the atmosphere of little painted wooden 
houses with knots in them, dented melaS 
playing pieces arid a box and board worn 
with use, 

BW 



W 



Faithful conversion of the board 

► Up to si* players can play and throe's 
a good computer opponent. 
^ The computer takes care of the 
calculations, movement and other 
automatic functions, 



E 



P- Graphics and aound aren't used as 
fully as [hey could be. 
* The action is very slow in places. 
> It will never have the same 



atmosphere and nostalgia of an ageing 
board set. 

: ,-v:- . .„••• .. ^ -^..y- v 
GftEttf SCREEN VIEW 
rthing J s visible* but the real-lifa 
board Is s foi more colpurful. 




GRAPHICS 



SON ICS 



GRAB f ACT Oft 
STAYING POWER 



A A RATING 



IS 4 /. 
57% 



TROLLIE WALLIE 

Flayers. £1,99 cass, joystick or keys 



You won't find many games set in a super- 
market, and fortunately our local shopping 
precinct doesn't have anywhere as deadly 
. as the aisles that Walbe has to cope with. 
This supermarket takes the form of a largo 
scrolling platform maze containing 40 items 
that need to be collected and paad for 

Wallie himself looks like a large tomato 
on two bright blue logs, and when he jumps 
he flies through the air in a graceful arc but 
with a complete lack: of animation. His 
dental work is much more impressive con- 
sisting of large* toothed jaws that chomp up 
and down as he walks, just like Pacrr.an. 
Wallie has to find (he 40 shopping items 
and take them to the checkout desk five at a 
tune, 



SECOND OPINION 

Quire colourful in a lack y sort of way. 
but there s nothing very exciting iboii/ 
this budget trundle- 'em -up. There *s 
plenty to explore alnghr r but nothing 
to do exc&p t mmp around jnri pick 
things up, Still it s the closest we're 
ewer going to get to a supermarket 
here m Somerfon, 
AW 



The first problem w to Grid the check- 
out desk, but once you've located that 
there's a lot of tough shopping lo do. As 
Wallie moves around the shop the screen 
scrolls when he gets near the edge to 
reveal more of the maze. The same hap- 
pens when he goes up or down ladders to 
get between the shops different floors. 

Wallie doaan't have to cope with old 
ladies pushing squeaky trolleys and acting 
tike they're in a demolition derby, but he 
does have to deal with a mass ol dangers 
The main danger is fatal falls, which can 
happen all too easily due to the disappear- 
ing floors, conveyor belts and long jumps 
(feat have to be negotiated . Any one of these 
coutd dump him into a drop thai coats a life. 

Dangers come m many forms, some 
stafcc and others moving, Fungus on the 
floors and ceilings axe a constant hasard 
(don't shop here for foodl). while some- 
body seems to have activated laser security 
systems and some nasty sliding doors 
before locking up time. Wallie can be 
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A tomolo on 
faced 

nightmorfth 
grocery ihopping 



stopped in his tracks by any of them and 
sent back to his starting position minus 
another life. 

The shop is also patrolled by dome 
vicious monsters that probably mutated 
from the rotting meat freezer. They move 
along in patterns on some floors, bringing 
yet more death if touched. Most of these 
obstacles can be avoided by carefully 
timed walks and jumps, but some can be 
very difficult to get past and will need 
practice, 

Less lethal obstacles present them- 
selves in the form of walls that have to be 
removed by flicking a switch, or conveyor 
bells that run the wrong way and have to be 
jumped along, Exploration is essential* and 
until you're familiar with the layout of this 
manic market you + U need to be very careful 
when scrolling at the edge of the screen. 

The graphics are passable but suffer 
from same fisty colour clashes when Wal- 
lie passes through ladders and other areas. 
There's some excellent title musk: of a jean - 
Michel Jarre track, but the in-game sound 
effects are simple, The game is rather old 
in concept bul still preeena a tough chal- 
lenge to platform game fans. 

BW 



► Large scrolling playing area, 

> Good array of obstacles and dangers . 
* Very tough trying to get all of the 

shopping. 



W 



► Nasty colour clashes when objects 

overlap. 

* It s an old game with eld gam epla y . 

► Collision detection isn't good, 
particularly for vertically sliding doors. 



GREEN SCREEN VIEW 

Everything 's visible, bat colour was 
one of the game s better features, 
AW 



GRAPHICS 


32%; 


soum 




GfiAB f ACTOR 


50% 


STAVING P0 Win 


64% 


A 4 RATING 
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OUR SOFTWARE 
NRS MADE FOR IT. 



Without doubt, the Amktrad range of computers forces against the cruet dictator. A true head to 
isapidly establishing itself at the tordront of the head 1 game with voice simulation and superb 
personal micro industry muln sr rtvn graph ics. 

InTffi^nsetochistrendtJSGoldOTdUltiirrare From the Ultimate Play The Came Stable. 
Play The Game have produced a series of 
i;t mining conversions, designed to exploit the 
best features of the Amstrad micro 

Here are four outstanding classic ftame? 
ou r ever increasing range that wiff en lu 
any software collection. 

Direct from the Arcades of America 
tomes KUNG FU MASTER, Martial art 
eapertsand demons of ewry descrip- 
tion am your obstacles in this test 
paced video action thriller, lb 
travel through the Wizard's 
temple to rescue the fan maiden 
you must avoid demons, 




GUNPRJGHT captures the atmosphere of the 
Old West at its wildest worn! As Shertff 
QuickDraw you'll have yom hands full just 
keeping yourself and the townsfolk all ve. never 
mind dealing with the likes of Quick DiW 
McGraw* fastest gun in the West! 

Finally there & DAMBL.'STERSl l1u^ simulation 
really needs no introduction; an accurate 
re^nstnjctionof tt7 Squadron's epit Second 
World War raid on the Moehne, Eder and 
Sorpe Dams in Germany's industrial 
heartland; DAMflUSTERS is already 
regarded as an all-time software 
classic. 

All t hc!*j yrtd l yametiane available 
now especially for the Amstrad 
at hotter computer stores, 
nationwide 



dragons, snakes an d killer hee& 
Beware of weapon wielding ^fSSfitfT] 
henchmen and defeat each of jJBI 
the deadly guardiajis to advance 
lo each of the five floore. Your only 
defence is your martial art skills! 

Sequel to the highly acclaimed Beach- 
Head. BEACH-HEAD II oneeagsm pits the allied 



Hi: MII-IIK \» 11 



disk £14.95 
cassette £9.95 
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HEAVY ON THE MACICK 

Gargoyle, £9,95 cass, £13.95 disc, keys only 



Ever since computer games first fished 
onto a screen or tapped onto a teletype, 
aspiring programmers have drraurii of the 
interactive movie 1 . Now. laser disc games 
apart, Gargoyle have come up with what 
must bo one of the beat attempts to for 10 
realise ih?u dream. 

Heavy on the Magick gives you a horiz- 
ontal window display of your location* in- 
cluding the charade r you contra! , together 
with three iirformauon panels at the bottom 
pf the screen. The first of these gives 
information on your inventory, magickaj 
flatus r and immediate location: the second 
echoes keyboard entry and displays the 
program's replies the third keeps an eye 
on your stamina, skill, and luck 

And luck you're going to need, ray 
fellow Pilgs. because this is a very tough 
game indeed. Axil the Able, whose life 
depends on your keyboard entries, has 
been confined to the dungeons beneath 
Coltodon's Pfle by Master Thetion the Wiz- 
ard- Somewhere in this rmilti-tavel night- 
mare are three exits which Axil must find 
with the aid ot his wits and ft »peil~bcok. 

At the start of the game you are al- 
located values for Stamina. Skill, and Luck. 
A typical initial allocation would be about 
34. 12, and 3 respcfdivdiy. and i( you don * 
fancy this you can swap the values around, 
giving for example \2 for Stamina, 34 for 
Skid* end 3 Cor Luck As a general rale, 
however, the beginner will probably want 
as much Stamina as he can muster. 



ANIMATED 
ADVENTURE 



Once you've left the initial sei-up 
screen you find yourself in a room with two 
tables, one of which boars a magicka] 
Crimen e f spell book to you and me), the 
other bears a message of a more fatal 
nature - touch It and you die horribly. This 
id typical of the pUEdes in the earlier part of 
the game where, for the inosi pari, provid- 
ing you examine things carefully before 
handling them, you, shouldn't have too 
much trouble - unless you happen to die in 
battle. 

Part of the reason for Ihts is that the 
number of available options are not that 
great. The program depends on keyboard 
entry, but restricts you to an unusual two- 
word structure which takes the formal 
KEYWORD OBJECT. There are in fact Only 
six basic keywords, each of which he en- 
tered using a single key-press. These are 
2, which loggles the information display In 
one of the panels between inventory, mag- 
ick, exitz, and location details- O, which 
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returns you to the Options screen (to save a 
game for example); X, fox eXamine: P for 
Pick up; and D for Drop. 

In addition to the above you've got 
movement m eight directions and. St the 
start of the game* three spells The spells 
are your only lifeline when you set out, and 
they give you the power to Invoke a 
demon. Ot blwt/freeee an opponent. Even 
though the use of words is limited it's 



SECOND OPINION 

Cargo fie really ham manag&d to 
achieve something special here by 
combining their proven graphic 
abilities with a testing adventure 
Adventurers wilt be happy with the 
tevrjl of puzzle solving and character 
interaction, white arcade gamers will 
appreciate the speed with which the 
game can be played and the 
atmospheric Screen animation. 
There 's only one word to describe this 
game - m&gick, 

BW 



claimed that the program understands 400. 

Further on in the game, however, the 
piizades become somewhat tougher to 
crack. Many of them depend on wordplay 
Or the correct use of objects found, and 
you 'It find yourself having to listen very 
carefully to Apex if you'r-- to rise up 
through the ranks of mngickaj mastery. 

There are four demons to invoke * 
Asmodee. the Prince of Destruction, Asiarot 
(who can transport you to a named place), 
Belezbar (who can reveal the nature of an 
object), and Magot {who tails you where 
things are). You won't crack the gome 
Without uaing the Demons extensively, but 
you can't get them to appear until you've 
found the talisman that controls them. As- 
modecp it goes without saying, should be 
used with caution* 

The game area covers 255 different 
i doi [is. has 380 objects and going by the 
Pilg's slow progress, la enough to keep you 
busy for quite a while. I discovered fifty 
different locations within an hour, and there 
are several different levels. 
Mapping Is difficult since you 
have to construct a differ- 
ent map for each level 
showing the stair- 



ways that conned them. Most of the initial 
puzzles Involve the opening of doors, 
which will respond either to passwords or 
the presence of particular objects. To help 
you here, there's an ogre called Apex who 
will appear occasionally and answer your 
questions, 

In {act any object or character can be 
communicated with, using the struct lire 
'CHARACTER. OBJECT. For example, 
"APEX, TABLE may elicit the helpful re- 
sponse ITS A TABLE, or possibly some- 
thing a little more revealing. As a general 
rule, however, the best form of communie- 
anon is blasting. On your travels you will 
communicate thus with countless trolls, wy- 
veins* goblins, vampires and other unplea- 
sant characters, many oi whom are likely to 
send you to an early grave if you don't 
either blast fast or run faster. 

Every command you enter will result in 
some action on screen, even if Axil only 
shrugs his shoulders in incomprehenaiorL 
Most actions drain your energy by a point 
or two, and some increase it. Once your 
energy reaches zero you're dead, bm 
happily you will find that saving games at 
the end of each session will enable you to 
retain your experience rating for future 
endeavours. This is important because 
experience governs your performance and 
increases the number of ttpeils available to 
you. 






Axil the Ab!e 

irar^ds wlfti Mi 
ttaok blowing 
ground hSm 



The tex( Kreen 
wh^re you 
camrnuniccitB wEth 
\hc gome 




A key ofl o tcblt 

thai will corni* en 
nondy for opening 
q door 



Ap*x thf Ogre 

can be very 
haEpfuJ If yos» aifc 
hfm the i igh* rhing* 



GREEN SCREEN VIEW 

5WJ playable, botwomi of che ab)ec*s 
are a little Mid to identify 

AW 



In tact, to Joaue all thru possible exita 
in the game yon will have to rise from the 
lowly position of Neophyte to the exalted 
rank of 4th Grade Fhiloaphna, This will 
involve a fair bit of gameplay and puzzle- 
solving, and certain d&mona whose aid is 
esaential but who cannot be invoked until 
yQu have reached the requisite experience 
level, Gargoyle have intimated thai future 
games will provide further challenges and 
tfcie opportunity to rise yet higher in the 
ideal social circle, 

It'a a pity lhat there aren't more ten 
options available, and thai some of the 
objects are a Uttte haid to pick om on a 
green screen. But, these minor niggles 
apart, thia has to be one of the beai options 
yet for anyone interested in a spol of 
derring-do down in the dungeons, com- 
bined with plenty of puzzles, pleasing 
graphics, and animation into the bargain. 

PILG 



Excellent graphic display and 
animation. 

Plenty of locations, objects and 
characters. 

Lot? of pt&zzlea. 

Closest thing yet to an interactive 
dm vie. 

Single key press entry b peed 5 
game up coniiderably . 

h f eiillv tough game to crack. 

Will appeal lo both adventure and 
at cade play era alike. 
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THE ADVENTURES OF BO*n»...B^lMH* 



Basildon Bond is the creation of comedian 
Russ Abbott and, along with some other Of 
Suss *b characters, he is the star of this 
ejjcplojraSton and joke solving game. The 
aim is to rescue Suss from a rival comedy 
act by putting together some of iho oJdeat 
jokes known to man, 

lite action takes place in the TV 
studios* where jokes and answers are to be 
found by searching the various bits of 
equipment and furniture. You control Bond 
as he runs around the 2D rooms that make 
Up the studios, and although the character 
is rather chunky he is animated quite nice- 
ty. The rooms are colourful, but again tend 
to be on the biocky side. 

There are many objects to be found 
lying around the studios Such as video 
tapes, TV remote controls, earphones and 
electric kettles, most of which are used for 
searching furniture. To search a piece of 
furniture Bond needs a specific object, 
Which particular object searches which bit 
of furniture has to be discovered by dial 
and error* The combination stays the same 
throughout a game but, changes for each 
new game. 

To get between rooms Bond merely 
has to run into a door which win creak open 
and take him to the next room. Some rooms 
have different levels ol platforms to ex- 
plore and these are connected cither by 
stairways Or boom cameras that can be 
moved up and down like lifts. The playing 
area is quite large and a fair bit of explor- 



£3 
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GUN FRIGHT 

UEtimotc US Gold. C9-95 cass r £14.95 disc, jov^ii^ rvr kevs 



When Ultimate brought out Afien 3 many 
people cried rip- off because of Ite similarity 
to Knight Lore. Now they axe set to face the 
same problem with Hint wild west romp, as 
il looks like Nightshade - and thk time the 
game doesn't come out smelling of roses 

The game is set in a wild west town 
where you p as the Sheriff, have to hunt 
down and kill outlaws for the bounty. The 
town ta shown in the same 3D perspective 
as Nightshade and Knight Lore, with build* 
nig fronts disappearing as the Sheriff walks 
behind them, so that you can see where 
you're going. Buildings can be entered 
through open doors, but there's nothing of 
interest inside unless one of the other game 
characters is already in there. 

The town is populated by an extremely 
annoying and stupid group of people who 
seem intent on stopping the Sheriff doing 
his job. There are lots of women who 
wander aimlessly around and> when they 
bump in(o you, kill you. This doesn't seem 
like civilized behaviour to me, but is as 
nothing to the fact that bumping into amaJJ 
children and cacti also knocks off a life. You 
can of course shoot these innocent by- 
standers down when they get m your way 
bul you'll be fined for it, reducing your 
bounty. 

The outlaws appear one at a time and 
before you can got into a gunfight you'll 
have to find them. This can be done by just 
wandering anound the lown. but the chil- 
dren will help guide you to them - they 
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aiion and mapping is ieqtiired. 

Many rooms have killer cameras that 
patrol up and down the floor and platforms, 
and these arrc Bond's main dangers. If he 
runs into them he's sent back to ihe start 
room and loses ten minutes off the five hour 
time limit. They can be stopped in two 
ways: father by having a magnet in the 
same room which freezes thorn, or by using 
a Cooper busier. 

Cooporblasters are limited in supply 
bui cause either Cooperman or Shmder- 
womaft to appear on screen. One of them 



bounces diagonally around the screen, kilt- 
ing any cameras it cornea into contact with, 
and ihe other moves straight across Ihe 
screen while yon move it up or down, 
i Tying to hat a camera. 

Once you find part of a joke it has to be 
taken back to th& start room and logged 
into a computer before 'Ihe fare 1 appears 
nnd geia you p removing the joke back to its 
starting position, Once logged, the jokes 
and answers have to be matched up fo 
provide the jokes in all their ageing glory, 
and believe rne they are older than Max 
By graved. 



SECOITO OPINION 

Plouty of rooms to explore, and 
they're- all as ugly 4? anything If you 
can put up with all that horrible 
chunkinoss tliough, you have a large 
and difficult game. The gam&plsy's u 
bit repetitive and ihe jokes are 
ancient tut if is the only game a round 
that features B) un derwom tan and 
that's got to be worth something. 

AW 



The graphics are distinctive and 
colourful bail chunky so that the rooms 
often have a garish look to them. The 
gameplay isn't particularly addictive but 
does present a tough challenge as you fry 
lo link up objects and furniture. At first it 



seems very un impressive bur the Caches of 
exploring* avoiding cameras and finding 
jokes grow on you to make a reasonably 
enjoyable game. 

BW 



GREEN SCREEN VIEW 

Those &witil graphics are even wt>nwe 
m mono, tut you can still see 
everything, 

AW 



► Large playing area lo explore. 

► Many objects and piece* of furniture 
to find and March. 

► A tough game task with plenty to 
overcome. 



B 



rV 



> Graphics axe chunky arid garish* 
^ Little depth to Ihe gameplay , it's just 
running around swapping objects and 
searching. 




bounce up and down on the* spot pointing in 
(tie direction of the target, turning to face 
him if he moves around, 

Once you've located the bad guy you 
need to shoot him once to get onto the 
guafight screen. Here the man appears in 
2D on the screen, and as soon as. he draws 



SECOND OPINION 

Thi.-j one '$ nor just derivative - it's also 
rather duil. There's a large so-mn yon 
can explore should you want to, but it 
alt looks the same, so why bother? A* 
far aciion f those women will drive you 
up the wall but dodging them is hardly 
addictive. The horses are funny at 
first, and the town Jocks good - but 
once tha t wears cff r there isn V much 
ieft. 

AW 



his gun you have to move a cursor onlo him 
and let him have h r otherwise he'll riddle 
yen with bultata. Draw too early and you'll 
be branded a cheat, ending up wilh yet 
more holes in you. 

Once you have disposed of one kilter 
you have to track down another with a 
higher bounty on his head T and of course a 
quicker draw. The appearance ol the kil- 
lers changes but isn't always appropriate, t 
mean Ma Baker In the wild west and with 
five o'clock shadow? 

Apart from the children ihe only other 



help you get are from horses which can be 
'ridden' if you want to move faster. They 
don't las* for very long! but while they do 
you can trample women and children 
under foot - most gratifying. Builds and 
horiBft both cost money though so you 
won't want to use tog many of either. 

At the atari of the game and after every 
few outlaws there is a bonus screen where 
you can practice shoo ting bags of gold. 
This should prepare you fox the fight 
screens and helps the bank balance, Ano- 
ther thing that appear* if you shooi enough 
men are balls of lumbleweed that blow 
around the screen, making your progress 
more dangerous. 

The graphics and action are far too 
clou to Nightshade for comfort, and 
although the game Is more fate retting than 
11* predecessor it loses a lot because of its 
Uck ol originality. If you've got Nightshade 
this probably isn't worth getting but if 
you're fresh to intimate's games then it 
should impress. The action is quite com- 
pulsive and the game has a good son so of 
humour, but thoae women-folk are tremen- 



dously annoying as they behave more like 
outlaws in drag than law abiding citizens - I 
say waste "em with a hail of leaden death. 

1W 



GREEN SCREEN VIEW 

Colour isn 'fa strong point of this game 
so it pisys fine in green - but the 
original yellow was a bit more 
atmospheric 

AW 
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> Ultimate 1 a usual excellent graphics, 

► Great senae of humour lo the action. 

► Compulsive and tough game tub. 

> Nice additional screens for shoot outs, 



B 




► Main garneplay ia just like 
Nightshade. 

P- Little depth to tlie action, you keep 
doing the nam* thing. 



GRAPHICS 



SON ICS 



GRAB f ACTOfi 



STAYING PDWE« 



A A RATING 



70% 
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THE DAMBUSTERS 

US Gold Svdnay- £9 95 cass. El 4.35 disc, 
ioystich m keys 



Tour task is to recreate one of the most 
famous air raid* of the Second World W*r + 
in which Lancaster bombers; from 617 
squadron destroyed darn* and flooded the 
Ruhr valley* part of Germany 'a industrial 
heartland^ The original mission succeeded 
but you have the opportunity to try il for 
yourself - maybe you li mm. 

There are three levels to choose from 
thai start you at ditto rent points ten the 
mission. The first just gives you the appro- 
ach to (he dam, the second puts you over 
the English channel with ?he whole of Eu- 
rope to crossy tod the Shitd puts you on the 
ground at Scampi on airfield in north-east 
England, These are succeisvely harder to 
complete because of the jobs you have ?o 
perform the defences you free. 




SECOND OPINION 

Its alt a pretty sUly idea gi ring you 
seven people's jobs, but it's the only 
thing- that gives the game any staying 
power. Graphically unexciting and 
sonicaliy appalling, this is a rea! soive- 
ai\d-Iorgetjob. 

aw 



On ail the missions you do the jobs of 
the seven crew members of A single Lan- 
caster bomber, It only carries one bomb &o 
Jhst you can only destroy one dam, and the 
game ends after it is dropped whether you 
succeed or not. There are three basic 
problems that have to be overcome in 
order to complete the mission; learning to 
Oy the plane, avoiding the German de- 
fence* tad dropping th^ bomb on target. 
To achieve these you need to perforin all 
seven jobs with speed an d accuracy . 

The pilot screen shows a view through 
the cockpit and the mstruments h indicating 
height, direction, horizon and spaed. From 
here you have to fly the plane using the 
joystick and aet the correct course lor 
approaching the dam. This ties up much of 
the time with the two engineer screens (one 
in the two shortened missions). On the first 



NUCLEAR HEIST 

Players, ft. 99 c.ir^, jnysiiEk or keys 



You've seen plenty of left-right ahoot-em- 
ups, well this is an up-down one from 
Interceptor's new label, h comprises two 
sections ihaf go together to make one un- 
original, infuriating, awful game. 

You control s helicopter ihat flies at the 
left hand side of the screen and c.in be 
moved up and down. It fires laser bolts 
very rapidly in a stream of deadly death 
towards the right hand side of the screen. 
From the right appear alien craft who try to 
make it to the left of the display, and have to 
be slopped to prevent you losing a life. 

The alion& don't just move towards 
you, they fine at the chopper as we]], 
destroying it if it's hit. The alien fire can be 
quite concentrated, and up to four of them 
can be on screen a I once, When they get 
about half way across frey atop fixing and a 



* e 



Those ffidgniFkenl 
men in th&Er flying 
machine view Hie 
n(ght iky ov»r 
Germany 



screen yon mnrxol the engines with thrott- 
les and boosters to set the speed, and tire 
extinguishers it an engine is set on fire. The 
second screen is needed for take-ofls and 
controls the rudder, Haps, landing gear and 
fuel indicator*. 

The navigator's screen consists of 
maps showing the territory over which the 
plane is pwiing. These include details on 
population, military and industrial centres, 
airports, radar stations and the dams. This 
should warn you of the type and weight of 
Opposition you'll face flying over different 
areas, 

The front arid tail gunner screens are 
the Lancaster's means of defence against 
the three enemy threats. These are night 
fighters, ban age balloons and searchlights, 
all of which cart be shot, flight fighters can 



damage the plane . barrage balloons can 
cause you to crash i! you fly into them, 
while searchlights can home the flak in on 
the plane. None of them are very difficult to 
Shoot but can catch you unawares when 
you're concentrating on other screens. 

The botrtb aimer screen is where you 
ready the bomb for dropping. To succes- 
fuBy destroy the dam the plane has to be 
travelling at the right speed, height and 
direction, and the bomb has to be released 
ar the correct moment, The screens are all 
quite nicely designed bul the actual Hying 
graphics aren't very impressive. The en- 
gine and machine gun noises are also 
weak, leaving a lot depending on the 
gameplay. 

it r s quite difficult to complete the whole 
mission and you'll need a fair bit of pract- 



ical minute intervention by the helicopter 
can prevent disaster. 

When enough aliens have been de- 
stroyed you move to the second stags of 
the action which involve* very fast reac- 
tions. The helicopter goes into hyperwarp, 
which means a whole bunch of white dots 
whizz across the screen towards it very fast 
indeed All you have to do is avoid the dots 
for a little while. Even if you're ready for 
the start of this section the helicopter may 
hit a dot before you've had a chance to 
move, and one wrong twitch will spell 
disaster, 

[f you survive the hyperwarp you're on 
to another alien blasting section, but with a 
different breed of alien and a lot more of 
them to kill before you can move on again. 

The waves are quite diSicult to surv- 
ive, but consist of mindless and repetitive 
action. Their most annoying feature is that 
wherever you die the chopper is always 
returned to the staii of 3 level with all '.he 



ahens still to be shot and the hyperwarp to 
survive. This combination makes the whole 



SECOND OPINION 

No w this is what! call bad. There T s a 
thin line between clever and Stupid, 
but Nuclear Heist isn't even dose. It's 
just like those slalom games of old, 
with a bit of sltooting thrown in. You 
hold the fire button down, you dodge 
tftetiullets, you dodge the things m 
hyp&rw&rp* that look exactly like 
bullets, yon ivorrder why you 
bothered. 

AW 



thing immensely frustratmg and guaran- 
teed io have yau breaking up the furniture 
after just a few manures (you should see the 
state o/ the office after Bob played this one! 
-Ed} 

The game sound effects are quite jolly 
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ice, but once you've done if there seem* 
little reason to come back to the game, 
While playing you are con&taMy busy 
trying to do seven jobs, and this Is prob- 
ably the game* among point The dam 
approach wm take a tow runa to matter, but 
at succesful attack will probably be greeted 
with disappointment became, although you 
get * picture of the dam, it doesn't explode,, 
collapse or breach at ail, Li just talis you thai 
the bomb hit 

On the whole 1 found thia rather disap- 
pointing ► It's gets a fair amount of atmoeph- 
ere from the presentation of both the u> 
structioni and the screens: but *e game 
itself needs polishing around the edges. It 
certainly can't i>e called a flight simulator, 
but until you succeed in completing the full 
mission it may provide some hours -of 
challenge . 

BW 



GREEN SCREEN VIEW 

The water's almost mvisihJe, fctit you 
don *t really need to see it anyway. 

AW 



W 



► Plenty to do throughout the gam*. 

► Klcely presented Instruction* and 
screens, 

► Completing the fall mission la e lair 
cheUeag*, 



■ 



H often sound effects, 
*■ DUapp ouatiQg ending. 
► One*? cruked yfru probably won't 
want to play again. 



GRAPHICS 
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51%; 
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Trio helkoptsr 
Waste away oft the 
left ql the oliens 
qrv the righj — can 
you &loy awoke? 



bat the graphics are very simple and suffer 
from dicker. Even as a budget title, this isn't 



Very impressive because it's a very old 
Ldea with diabolical gameplay. 

BW 



GREEN SCREBH VIEW 

Everything* visible more s the pity. 

AW 



W 



► Doesn't disable the reset keys, 



R 



W 



► Very old game idee, 

► IV! Lnd less repetitive gameplay. 
* Only two stages. 

fr- Simple, fUcfcery graphics, 

P* Infuriating ly easy to get killed when 

there '5 nothing you can do about It* 



GRAPHICS 




A A RATING 



51% 

25% 
14% 
19% 
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VOODOO RAGE 

Antmtit, f 1 .39 c,iss, joystick ci keys 



Despite the imaginative hue this is in fact 
just another platform game* the most not- 
iceable feature of which i$ the appalling 
scenario that sounds more like something 
out of a Bernard Manning 'comedy 1 routine, 
Basically Li's about a wife trying to slop 
bubble playing computer games: a sexist 
scenario and a simple, old game combined 
lo make one bad package. 

There arc 20 screens to get through in 
sequence, and on each one you have lo 
perform the familiar task of picking up ail 
(he objects on screen while avoiding the 
mutanl creatures trying to stop you. The 
platforms on which all this takes place look 
different on each screen but behave in 
exactly the same way. Your character can 
walk on them* or freely jump through them 
to get up the screen 



SECOND OPINION 

Platform games are tired enough if 
they're done well, but this me puts 
*&m to sleep for g/ood. The scenario 
would insult th® intelhgence of a slug, 
and the gameplay isn 't much better - 
rotten collision detection art 
unoriginal task and boring screen 
layouts make for nothing Jbui fed/urn A 
great titte tsc&ed onto a miserable 
game. 

AW 



The husband appears on a platform 
which also contains a video game console 
of some sorl. He wanders randomly to and 
fro on the platform, and while he's doing 
that you can't touch him, However if he 
starts playing at the console and you've 
picked up a rolling pin yon can go and beat 
him up for bonus points. He doesn't go to 



the console very often - I wonder which 
game he's supposed lo be playing? 

The screens are quite simple in design: 
you have to avoid the creatures that 
move, and collect anything that doesn't, 
Contact with a monster, or a Long fall, 
claims one of your three lives, but most 
problems cart be solved by throwing a 
voodoo rage 1 . The instructions fell us that 
this is like having 3d mothers who all lose 
their tempers at the same time 1 , and if 
they've seen this game I'm not in the least 
bit surprised. 

A rage will last for ten seconds and 
during that time the crea lures are frozen 
and can be louched without harm. You only 
have ten or ihcse rages to use but ihey 
melee the job considerably easier while in 
operation. Even with a rage on you are still 
Susceptible to long falls and death front 
hitting the bottom of the screen. 




Tnli cjome i$ 

grounds for 
divorce, fl*t O 
rolling pin and hi* 
the evrhQf 



The creatures and objects are quite 
nicely drawn, but they are very small and 
the rest oi the screens axe ujunteresling, 
The sound effects are also simple, but the 
game's big problems are thai il is totally 
unoriginal, the gaxnepLay is simple, and the 
scenario awful. Cheap game, cheap jokes 
and not a lot of lasting interest 

BW 



CUE EN SCREEN VIEW 

The second screen is pretty hard to 
$m t Jbvr Jhrfcwi only bfl aji 
imprQV&xnmtr 



N 



W 



* Getting through 20 screens will be 
tough. 

P- The 'rage' and husband beating add 
some originality. 



N 



W 



B AD 

> Old game idea, badly implemented. 
Awful scenario. 

* Collision and jump detection aren't 
good. 

► Screens aren't very inventive in their 
design. 
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SPIKV HAROLD 

FirebircL CI .99 cass, joystick or hays 



t 



Yet mora cute characters from Firebird; 
thin time the hero being a hedgehog called 
Harold, trying to cope with the hazards of a 
veiy hostile garden. His pJeasureable task 
ii to fry to collect all the fruit and goodie* 
that have bean left lying around and under 
the garden, so that he can prepare for 
hibernation, 



throughout the game; With a bit more work 
and Imagination it could have looked a lot 
nicer, There 'isn't much sound In the game 
bet if does have a nice version of 'Flight of 
the Bumblebee' during the title screen and 
'An English Country Garden 1 while the 
game if loading. The gamepUy is quite 
tough, putting a lot of pressure on the 



SECOND OPINION 

The animation is okay, but those 
single -colour chaiAcr&rs- Are rv&Uy 
drah. An for gamepjay, there ate some 
vicious timing problems bttt no t a 
great deal else. Not had tor the 
money. I suppose, but more colour 
and d bigger playing area would boih 
be welcome, 

AW 



It's a platform/ exploration game m 
which the garden is split up into three main 
areas. There's store ground where Harold 
can take a stroll in the grass, underground 
tunned composed of a v£ry red clay soi3 t 
and the pond where he cart got rnore than 
just his toes wet. All three areas have bits of 
frail spread around them, and in addition 
there are other flowers and objects to 
brighten up the view. 

Harold id delightfully animated as fas 
makes has way around the ghastly garden. 
He walks on his back legs, his spikes 
bouncing around on his back, with a happy 
look on his face and a great jumping action 
where he crouches and then waggles his 
legs as he flies acrobatically through the 
air, Youll believe a hedgehog can fly. 

He also displays an impressive array of 
teeth when he eats the goodies - pity he 
doesn't use them on the gardens nasties. 
There are plenty of thing* 10 get his 
gnashera into including apples, cherries, 
grapes and Ihe odd gloss of wine. The wine 
has a rather unnerving effect on Harry 
because uatti he gets off the screen it 
reverses the controls, which can initially be 
rather contusing. 

The other animals that threaten Harry 
are also well drawn and animated: includ- 
ing little chicks, wasps, flies, worms, mice, 
birds, clouds, fish and some decidedly non- 
biological threats. These feature on just 
about every screen and follow movement 
patterns that have to be worked cut so that 
they can be avoided more easily in the 
future This is often tough because it re- 
quires split-second timing and because thft 
creature's movement patterns intersect dif- 
ferently If left to repeat their routes 

Touching any of the moving animals 
with a snout, spike, fool or *uch wilS rasult 
in the loss of o?ie of Harrys 20 tiv&s. That 
may sound like a lot of lives but if s very 
easy to lose them and you'll need y 
one to complete, this task. Only experience 
will te&Cti yon where to go and When, but m 
some siiuaborts a suicide leap tor* piece of 
trail is needed. 

The use of colour is disappointing 



players timing, but at hfcari it's just a simple 
explore and colled effort. A good budget 
title that should give a fair amount of fun. 

BW 




P- Well animated and humorous main 
character. 

Some tough timing problems to deal 
with. 

► The water and wine glasses are good 
features. 



GREEN SCREEN VIEW 

Plays fine, And still looks dr&b. 



AW 



N 



> Nat much use of coloux- 

► If you donH lite timing and pattern 
problems it won't be much fun. 
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|! **STOP PRESS* ^STOP PRESS 5 * THE BEST FRENCH 
SOFTWARE IS NOW AVAILABLE IN THE U.K.*****STOP PRESS 



THE FRENCH 
COLLECTION 



FARD WINNING WARGAMERS SERIES AND 
THE MIDAS RANGE OF ROLE PLAYING GAMES HAVE COMBINED WITH 
ERE 1NFORMATIQUE OF PARIS TO BRING YOU A STUNNING RANGE OF 
ARCADE ADVENTURES, STRATEGY GAMES AND UTILITIES, ALREADY CHART 
TOPPING IN FRANCE, THE FRENCH COLLECTION IS NOW RECEIVING ACCLAIM 
FROM THE UK PRESS - JUST READ SOME OF THE QUOTES TO GET AN IDEA 
OF THE QUALITY 




DOOMSDAY 
BLUES 

£9.95 C 
£14.95 D 



EfEiWORMffliQUE 






"GET 
DEXTER I" 
£9,95 C 
£14,95 D 




IntArcrrfltL'd in the prison headquarters of the luUolb that haw 
exterminated all utlitrr lift un Edrih. you mr n waiting whatever evil 
Experiments th^y have Ln &lurt- for you, when you hear the sound of 
a girl's voice through th^ bars of your eelL You are not alone - 
There is someone eke left alive - At last a reason to escape ....*• 
FIND HER! 

'INGENIOUS GRAPHICS - SUPERB MUSIC AND 
FAULTLESS PROGRAMMING GO TO MAKE THIS GAME 
FANTASTIC" is haw one French in a y Mine defccribfd 
Doomtday Blues the Arcade Adventure to end them all! 

-EXCELLENT GRAPHICS. SOUND AND GAM EP LAY 
PACKED FULL OF ATMOSPHERE - ANOTHER WINNER?" 
AMSTRAD ACTION MARCH 86. 

DOOMSDAY BLUES is the qame your Amsfr-ad has been wailing for. 
*l IKHPOGlCfEL - 14,02.86. 
*•"«•** CBM 64 & SPECTRUM VERSIONS AVAILABLE SOON 



The year h £912, the war on Karth is escalating beyond control. 
Throughout space the colony pliinrts axe worded . If the central 
galactic control computer on Earth Is destroyed all life on the planets 
will perish with K. 

You control DEXTER and his trusty podocephalus SCOOTER in 
their task of infiltrating the computer centre and copying the 
riifinoTy banks in order that galactic life can continue. 

The richness of thi& yamp, its high resolution cartoon quality 
graphics, its 50 different rooms and the exceptional sprvti of 
both thn 3D animation and game plat will leave you breathless! 

"IHE BEST GAME ever aeen on an AMSTRAO!" 
PICK OF THE WEEK - POPULAR COMPUTING 
WEEKLY 13.0386 

-THIS GAME IS SET TO BE A MASSIVE HIT - GRAPHICS 
AND DESIGN SiPLHIOK TO ANYTHING ELSE - 
VERY FUNNY TOO" AMSTRAD ACTION MARCH 86. 




CONTAMINATION £9.95 C £14,95 D **""«* available soon ********* 



A marvellous blend of strategy and arcade, 
CONTAMINATION puis you in control of the 
WORLD HEALTH CENTRE, Your task is to idftrtt^ 
and eradicate disease throughout (he globe and save 
the world's population. With a rouge of options 
available- from CORDON SANITAIRE to creating an 



ANTI VIRUS through to the final resort of vuholescate 
NUCLEAR destruction of an infected area, yoix have a 
game of unlimited variation. You will need more than 
just fast reflexes to get through the multiple screens, 
you 11 need all your powers of logic too! 




PSS PRODUCTS ARfc AVA1I ABLE FROM SELECTED BRANCHES OT WM SMITH. JOHN MENZIF-S. BOOTS AND ALL GOOD DEALERS. IK 
YOUR LOCAL HFTAII-l H l>OESNT HAVE A PARTICULAR FSS GAME IN STOCK. PLEASE ASK HIM TO ORDER IT. ALTERNATIVELY, ALL 
GAMES ARE AVAILABLE MAIL ORDER - TELEPHONE Q2C3 667556 FOR DETAJLS FOR A FULL CATALOGUE DESCRmjNG AU Of OUR 
PRODUCTS, SfcNLlAS A.h lO; fSS r dS2 STONEV STANTON ROAIX COVOT7RV, CV< 5DG 



SECOND OPINION 



Biff brash arcade grapliicj, kitodkotit 
controls and an intriguing tusk make 
this a really addictive game. You 'U 
soon he v J Baring the screen, but 
getting Thoso he^fty sparking- bomb 
bonuses iwillkeep you playing into the 
woe small hours* You '11 tsr$ of it 
ovviitudJiy. I suppose, bui youVliavo 
pur in ptenry of playing time by then. 

AW 



EQUINOX 



IVb back to Hie mines lot Mikro-Gen with 
another topical gvne. this time all about the 
disposal of radioactive canisters. The game 
is a colourful exploration game, but with a 
good dose of puzzles and arcade action 
thrown in. Eight canisters have to be dis- 
posed of in the eight levels of the asteroid 
mine - and that's tougher than trying to get 
Wally Week to go on a diet- 

This noble end is achieved using a. 
spherical disposal droid, Che instructions 



SECOND OPINION 

Grows on you, this one does, Th& 
puzzling im *t actually too... well 
puzzling, but it takes a lair old amount 
of brain power fust doing e varythin g 
in the right order. The constant need 
tor upward thrust makes control 
awkward, and avoiding the Aliens 
takes wore luck than judgement at first 

but work el the game will help in 
both these areas. A bit of a good one 

AW 



and a lot of hard work. On each of the eight 
levels the droid has to find a radioactive 
canister and get rid of it down a disposal 
chute, then bnd a pass to take him to the 
next level. To complete these tasks ho has 
[q overcome several obstacles and avoid 
the menace of the alien creatures that roam 
the mining complex. Each level must be 



62 JULY 1986 AMSTRAD ACTION 



Fuel and pflw« 
gtrwges whkh art 
used up by 
upward HFcjbl and 
ihoottog. 



Credit di*pen«r 
that c«t 
Me 



1 



you c 



yew rftev^d ©▼ 

mud - v *£Kt 




m 




Feature finding 

There ore a number of feature* in 
the gome that you'll need to 
Td entity ond ffnd out how to use, 
so here's a rundown on »w of 

rhem. 

CREDIT DISPENSER- *v*ap* o lite 
for a tefeporter credit. 
TELEPORTER TERMINAL hoi to be 
po'rd For using a credit ortd trans- 



ports you to onortw terminal. 
RADIOACTIVE CANISTER? 
ore who" you hove to dispose ■ 
DISPOSAL CHUT6 and rhi* 
wh*r» you get rid of them. 
TRANS LEVEL TELEPORTER: wh 
you've got a pass card you cd 
move between sections of 
mine uiing (his. 

CREDIT; lets you opera^ 





GREEN SCREEN VIEW 

No problems se&ing e verything, bu t 
the scenic backgrounds lose a lot of 
their attraction. 

AW 



W 



The ipf ins 

c res d hftfa who ] 
con leap rattans 
Hit a tkngl* bound 




► Five beautifully drawn backgrounds, 

► Great control over Bo rob jack. 

► Nicely designed layout a of bombs and 
platforms. 

► Addictive gameptay. 
Increasingly difficult Again si faster 

m o ving all e ns . 

^ Skilful play really pays off in the 
score* 



8 



W S 



► Noi much variety In the screens. 

► Game play may become repetitive 
and reemire* no thought. 




completed before the radioactive canister 
explodes and ends the game. 

The droid that you control can be 
moved around in any direction but con- 
sumes fuel when it's thrusting upwards. It 
can carry one object at a time and has the 
vital ability to shoot marauding aliens. Fuel 
and laser power have to be replenished 
from time to time otherwise the graft will be 
left without uplift or defence. Control is in 
general fairly easy but you have to pay 
constant attention to movement and that's 
very wearing. 

The rooms in the mine are attractive 
and oolourfully drawn although some of 
them are quite bare. There** all sons of 
mining equipment that 1 3 been left lying 
around to brighten up the view, but you 
won't have much time to admire it because 
the aliens materialise on every screen. 
These are also colourfuUy designed and 
after appearing start whizzing around 
screen, randomly bouncing off walls and 
objects. 




porters. 

MAGNETIC LIFT; lifts Hie droid up 
a Kibe but won't let you travel 
bock down. 

PUB. CAN: replenishes fuel. IF you 
run 00* Hie droid can^t 90 up. 
BATTERY: replenishes Hie drotd's 
kner power. 



The aliens can be destroyed with your 
laser fire but after a few seconds they 
reappear. The threat they pose is a senou* 
one because prolonged contact (about half 
a second) will cause the droid to explode 
and you to lose a life. You don't actually 
bump into the aliens but pass through them, 
so that if your droid accidentally moves 
along the same path as that taken by an 
alien it spells disaster - unless you have 
very quick reactions and can alter direction 
in time . 

This loss of life is a source of an- 
noyance because it's very much a matter of 
luck as to whether an alien takes the same 
course as the droid, and there are only 
three very precious lives A better system 
would have been for the aliens to gradually 
drain the droid s energy, which he could 
then replace in the same manner as fuel 
and laser power. 

The puzzles are fairly straightforward 
because you can only carry one object at a 
time. In most casern it's a chain reaction of 
mwq on© object to get at another. The 
difficulty lies in performing the actions in 
the right order, particularly where tale- 
porters are concerned You need a credit 
(coin) to use a tclcpoiter, and there is only 
a limited number of these, so that a wrong 
move may cost you the game. 

This makes a pleasing departure from 
Mikro-Gen's previous games but has their 
hallmark oi excellen- graphics and tough 
gameplay. The puzzle solving is easy to get 
unto bul completing the game is a tough 
proposition because of the constant threat 



to your life. You'll keep plugging away 
trying to get that bit further and it's very 
rewarding to achieve success. 

BW 



GREEF SCREEN VIEW 

This game jr**if y loses a lot, seeing *U 
those bright colourful graphic* 
reduced to shades o f gr^en. Plays aire, 
though, and looks okay - 20 long as 
you d&it *i loiow what you *re missing. 

AW 



w s 



* Colourful screens and alien*, 

fr- Testing action for the joystick and the 
brain. 

► Nice features like the credit dispenser 
and magnetic lifts. 

► Good control over the droid. 

* Easy to get into bul tough to crack. 



B 



»■ Life loss from aliens is annoying, 
One mistake tan ruin a game. 
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TAU CETI: SPECIAL EDITION 

CR L. EM. 95 disc, |tf slick with ksys ur tutf s 



This epic spaed game ts now out in an 
improved disc version, which looks pro- 
mising since the cassette version was 
Raved in om April issue. Thor e's no real 
change to the gameplay but the present- 
ation and detail within the game has been 
confide raMy extended 

The basic task is the same as that of the 
cassette version* namely lo slop a deserted 
pQanet T s robot defence systems by shutting 
dgwn its main reactor. To do this you have 
to collect reds from cities on the pknet and 
put them together before inserting them 
into the reactor core, 



r 



SECOND OPINION 

The original was a great gzme, bur the 
extras here give if a whole new depth, 
The delay during disk access can get 
on your nerves, but that's a small price 
to pay. In return you get libraries to 
consult, timevauits full of goodies, and 
suicidal odds at the nastier oittposis r 
Well worth the extra cash, 



The rods are found in roactoi subst- 
ations which can be docked with in your 
'skimmer' spacecraft. Tins spends its time 
skimrring the planet surface from city to 
city, blasting robot defences and trying to 
stay alive- There are other building* that 
you can dock with, including a new ad- 
dition in (his version - the libraries, 

Libraries are found in all cities and 
contain timevauits which are opened by 
solving a puzzle. Inside axe various objects 
that may help your mission like super 
missiles, extra shields, radiation suits and a 
single jump drive. Libraries can also pro- 
vide plenty of useful information. Their data 
banks can give details on many of the 
features and background to the game; ait 
identification chart helps you recognise all 
the planet features and a city map reveals 
the location of all the buildings. 




The city map reveals another new fea- 
ture on the game - the outposts. These are 
areas of each city that can only be reached 
using a single jump drive, and which con- 
tain some nasty surprises in the form of 
hordes of robots 

Other areas in which the game has 
been improved are the graphics for the 
interiors of buildings, the presentation of 
menus and instructions at the start of the 
game and additional buildings and features 
like volcanoes and more robots. 

The disc version certainly improves a 
good deal on the cassette and makes a 
great game even better Worth a look even 
if you're got the cassette version already. 

BW 



■M 



E 



W 



► Excellent graphics and mesa 
handling. 

► Tough combat action against even 
more craft. 

► Very difficult long term task. 

: Puzzling and strategy add something 
extra. 

► Nice additional features like libraries 
and outposts. 



0 



^ Not very impressive sound. 



GREEN SCREEN VIEW 

As before, the infrared screen option 
is hard to use, but otherwise the 
game's fine. 

AW 
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THEY SOLD A MILLION: 2 

The Hit Squal £ 9.95 tass. £14.9-6 disc 



The Hit Squad know when they're onto a 
good thing so here's the second compil- 
ation of bestsellers, this urne coming from 
Ocean. US Gold, Ultimate and Psion. Once 

again it's tremendous value for money, but 
it ii more than a little disappointing thai 
products like this are corning out when the 
Ainstiad market still hasn't got togethei a 
charity product for OfE the Hook, Soft Aid or 
any other worthy causes. 

The individual rating for each game 
may differ from their original rating, re- 
flecting the improving standard of Amstrad 
software since they were firsl reviewed. 



has set many nasty traps for you to negoti- 
ate. Not only do you face plenty of tricky 



Bruce Lee-SS% 

This martial aits and platform game was 
reviewed in Issue Two. where it got a- Rava. 
It involves the legendary kung-fu hero in a 
ED screen battle against an evil wizard, who 




hazards, but two vicious oriental opponents 
as well, 

The screens are connected up in vari- 
ous ways thai reveal themselves as Bruce 
collocts magic lanterns. These remove 
doors, open holes in the floor, reverse lifts 
and so on to allow further progress. Some 
hazards have to be avoided by good timing 
and jumping, while the two adversaries, 
Yamo and Ninja, have to be avoided or 
fought. 

If Bruce makes it all the way he has the 
pleasure of seeing the wizard explode. 
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There are some very pretty screens and 
plenty of non-stop action that still make this 
an excellent game. 

SECOND OPimON 

Onoe again, j OTmpi/a&an cissies 
rejcrae^iram oi^vjorJ £y £ftose 
awfully wealthy Hit Squad people. 
Good value for money it maybe* but 
original it isn't. If you haven't got *ny 
of the games and don J f mm d the 
sporting slant, they're carta inly worth 
buying - but they are showing their 
age, 

AW 



Match Point-71% 

A very tough tennis simulation that's harder 
to beat than Ivan LendL You can play 
against the computer or a human opponent 
□n a 3D court. viewed from one end. The 
computer plays a very good game, against 
which you'll need many hours of practice 
before you can even think of winning. 

A two player game is more fun and 
more competitive. The graphics are well 
done, the players are well animated as they 
move around the court, but it is a slight 
disadvantage 10 ho a* the far end of the 
court. 

Match Day-81% 

Another fine sports simulation, this time set 
on the football field. Its played on a scrol 
ling pitch with a goal at either end, on 
which you can battle a computer team or 
another player, either in one-off games or a 
full cup competition. 

ll has all the features you'd expect: 
heading, throw-ins* goal kicks and corners* 
and plenty of options for changing colours, 
match length and skill. The computer oppo- 
nent isn't too hard to beat, but it's best 
played as a two player game where excit- 
ing contests can develop with plenty of 
passing > dribbling and scoring. The 
graphic clash when players overlap is un- 
fortunate but obviously doesn't affect the 
garneplay. 



Knight Lore-86% 

The now ageing Ultimate classic still Brands 
up well to comparison with more recent 
efforts. Its graphics ar& very colourless by 
tod ay' s standards but the puzzle solving 
and gameplay have lest none of thesr addic- 
tion and lasting challenge, ll isn't quite so 
impressive because of more recent games 
like Batman and Get Dexter, but H would 
still get a Rave even today. 

The game takes place in a 138 room 
casde from which objects have to be re- 
covered by solving various puzzles, and 
then taken to a wizard 'a cauldron. It's a 
very tough game with plenty of hazards 
and action A grand old game that is surviv- 
ing the test of time, 

BW 



0 



N 



► Two great sports simulations. 

► One classic arcade adventure. 



One great combination of platfotna 
and combat game. 

> Great value for money. 

► Ideal buy if you haven 1 * got any of the 

titles. 



E 



W 



► Compilations don't speed the 
production of more original titles. 

> We still don't have a compilation for 
charity for the Amstrad. 



CLASSIC INVADERS 

Bubble Bus, £2.99 cass r £9.35 disk, jevstidc ai 
keys 



]C r s Iiat Li to believe I know, but this really is 
a version of that grand daddy of all com- 
puter games Space Invaders. Quite rightly 
it's a budget title, but I gel the sneaking 
suspicion that there will be a fair number of 
people keen to have a go at this old classic. 

For those who have been living in a 
Tibetan monastery for the last few years 
and don't know what Invaders is T I'll give a 
quick summary. You control a single shot 
laser base that can be moved left and right 
at the bottom of the screen. Above you 
appear a phalanx of aliens who shuttle 
across the screen, moving down and gett- 
ing faster every time they hit the edge. 
Between the two forces are three shields 
that you can hide under. The aliens shoot at 
you and yoi: shoot at the aliena - they 
always win but ycu've got to survive as 
long as possible 



SECOND OPINION 

Amazing, isn V tt: you reaUy wouldn ? 
think anyone would have the nerve to 
produce this game. Ah well, human 
nature never ceases to be miraculous 

and unfathomable. The game? Well, 
if 's a reasonable version stick almost. 
But that 's no excuse. 

AW 



If you destroy one wave another 
materialises, lower and faster than before. 
The only Other thing thai appears is a 



i * ■ ♦ 



Rows of aliens |uiP 
wolfing t& be 
iScat-Efhicrcd 



spaceship that whizzes across the top of the 
screen and can be shot for a bonus finoifi. 
That's all there is to it but even today it 



will still get the adrenalin pumping and 
needs good reflexes. The graphics are 
much more colourful than the original with 
some nice aliens and explosions. There are 
also some jolly little musical bursts thrown 
in and a high score table that you can save 
for posterity. No prises at all for originality, 
but ii you 1 re looking for nostalgia or a 
classic, mind3 ess blast then you might want 
to shell out the tew pennies for it- 

BW 



GREEN SCREEN 

Perfect ~&b$of&iely perfect. 




AW 



W 



* Nice nostalgia trip, 

► A very colourful and fast version . 

► Hasn't lost much of its addicti veness 
over the y e ars, 



► Appallingly unoriginal. 

> The most min dless of games, 
E ven £3 seems a bit much. 



GRAPHICS 


44% 




■mm 


S0NIC5 


53% 






GRAB FACTOR 


Sl'% 






STAVING POWEfl 


39% 




Ik A RATING 


48% 





TOADRUNNER 

Ariolasoft. £9 95 ciss. joystick or tiers 



Iff hard to believe it from the title but this is 
,\n arcade adventur- .*nd not a version of 
Frogger. It may seem odd that the main 
character, played by you, is a. toad, but 
then it seems only natural when you're 
trying to rescue a princess. Perhaps he'll 
turn into a prince at the end - don't you just 
love a happy ending. 

The game is set in a funny sort of 
landscape filled with odd looking plants, 
weird monsters and strange building struc- 
tures The toad has to + slirue h (a horrible 
wand effect) his way around the screen, 
with his bulbous belly bouncing up and 
down. To start with the game area is quite 
limited - to escape into a wider arena 
you've got to crack some very tough 
problems. 

Toad has four pockets (odd things for 
an amphibian to have) in which he can 
carry the many objects found in the game, 
An object in the fourth pocket can be used 
under the nght circumstances - for instance 
an axe can be waved around to try to hit 
something. 

On each screen a bug appears which 
drains old toady "s energy when it touches 
him. Other screens have larger monsters 
which may also drain his energy but are 
more likely to kill him outright if they run 
into him while following a movement par- 
tem. These patterns usually guard a screen 
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exit, so mo monster has to be removed 
before you can get through. 

Getting rid oi monsters ia a major part 
of the game and to do it you need lo have 
the right object, An axe obviously comes in 
handy - your only problem lb finding out 
Which monsters to use it on. TnaJ and error 
u whit'* needed most of the time and this 
Will cose you an awful lot of lives and games 
early on. 



SECOND OPINION 

Revolting graphics and wretched 
sound oughr to be enough for any 
game, but the gamepiay beats them 
h&th The use of objects is largely 
irrational, and :hoz* triple extisar* 
criminally stupid. If you really work af 
it, these is more to this game than 
meets the eye - but nowhere near 
enough to be worth the effort 

AW 



Another source of death and frustration 
#1 the start are the 'triple exits'. This is 
v/here there are three parallel ex'to from a 
screen but two result in the end of the 
game. A scenery feature indicates which Lb 
the safe route, but this has to be learnt by 
thai And error, isn't standard for different 
screens and will drive you up the wall until 
you've worked it out, 

A later frustration is a thief who ap- 
pears on screen after a while and malici- 
ously swaps objects around from locations 
you have visited, Once you"ve worked out 
his behaviour he shouldn't be too tough to 
cope with though. 

The game's main problem is that to 
start with there are too many difficult pro- 
blems. There arc the triple exits, many 
deaths and restarted games through trial 
ard error, and some obscure puzzles thai 
n^ad nvmy frustrating games to crack. A 
much more friendly opening would have 
been appreciated because there's quite a 
good game size and many things to do. 

The game also suffers from annoying 
practical problems In picking up objects, 
using them, and in movement t which fur- 
Cher damage first impressions. The 
graphics are quite pleasant, featuring some 
nicely drawn monsters, although many ioc 
aliens look quite bare. The sound is disap- 
pointing with the incessant squelching 
noise of the toad guaranteed to get on your 
nerves, A game that has quite a few tough 
problems and plenty lo keep you going, 
but that will probably have lost its 3UElLcr.ee 
long before they get to most of them. 

BW 

GREEN SCREEN VIEW 

I thought this one might look okay Is 
grem, but I was wrong. It 's horrid, 
Md Acme features are qwte difficult to 

SQ&- 

AW 



H 



E 



W S 



► Many locations and objects to find, 

► Some tough problems to work oat. 



B 



N 



> Picking up objects can be difficult, 
^ One mistake can end a game - very 
annoy in g 4 

* Relies mostly on trial and error at 
first, giving a bad first impression. 



GRAPHICS 



SONICS 




A A RATING 



43% 

11% 

56% 
30% 



ROCK'N WRESTLE 

Melbourne House, P9 J5 cas& r joystick cr keys 



There's certainly plenty of wrestle in this 
latcs< in the lino of combat games, but 
there's absolutely no rock ai all. The wres- 
tling is very different from previous a: 
tempts at combat games because it has a 
large variety of moves and takes place in 
3D, Those aren't just advertising claims to 
hype the game, but whether they make a 
good game is another matter 




* Triple exits are infuriating at first rind 
take some while to work out, 



SECOND OPINION 

If you find the game confusing at first 
don 7 worry - jY isn V just you. This one 
really takes some practice, and that 3D 
t us? makes things ivcise. \Vkc-i2\er s 
worth all that effort is another matter. 
Beat the computer opponents once, 
and I doubt you 71 want to play ihc 
game Again. 

AW 



The action all takes place m one wrcs 
lling ring Where you can either take on the 
world's top ten wrestlers as Gorgeous 
Greg> or you can battle with another player 
to see who can inflict ths mcsi i:r 7;i* 
aim is fairly simple to pin your opponent 
to the canvas for a count of three. Achieving 
it is a lot tougher because there are over 20 
moves that can be performed and The 
computer opponents are quite skilful in 
their use of them 

Against the computer you have to 
battle past the 10 opponents, most of whom 
are insulting racial stereotypes in the same 
vein as- those in Frank Bruno r s Boxing. Each 
one has to be pinned to the floor within a 
three minute time limit without letting them 
pm you, otherwise you lose the bout. A win 
takes you on to face a new opponent who is 
more skilful and powerful, until finally you 
challenge the world champion. 

The screen shows the ring with a 
crowd around it, and at the bottom of the 
screen are strength gauges for the two 
wrestle t$. These don't determine the result 
of a bout but they do affect the wrestler's 
ability and recovery in some moves 

Most tussles are opened with a bit of 
softening up by both men using lacks, lilted 
knees and forearm jolts. The next step is for 
one of the fighters to grab the other, and 
from ihcn on there are many different 
moves lhat can be performed. Most of these 
depend on whether you grab the man frcm 
the front, side or back, and at first can be 
difficult to string together successfully. 

The confusing thing about most of the 
moves is the SO nature of the game. Each 



move is performed by pushing the joystick 
or a key in a particular direction. The 
problem is that the directions change as the 
wrestler turns around Lie ling, and you 
need lo pause in certain circumstances to 
work out exactly where you need so move 
the joystick next. Practice brings more 
familiarity, but you'll need plenty before 
being fully skilled, 

When your opponent is on the floor he 
can bo pinned down. If he has enough 
strength he may be able to throw you off; 
this depends on how much strength he has 
loft. Many of the moves may gel the man on 
the floor but the follow up is always crucial. 

There are too many moves for us to tell 
you about all of them but amongst the more 
spectacular are the lurnbuckle fly, m which 
you leap off the ring posts: the pile driver, 
in which you drop your opponent head first 
on the canvas: and the aeroplane spin, in 
which you whizz your opponent around 
before slamming turn to the floor 

The graphics arc very well worked to 
produce the 3D effect, but if* often difficult 
tc tell exactly what s going on. No! only is 
there a lack of rock bin what sound there is 
is hopeless. The fight action has a fair bit of 
depth, with some interesting manoeuvres 
being possible after some practice. These 
are most fun with the two player option 
though, because the computer opponents 
can be beaten, in a fairly predictable man- 
ner. It's certainly a very clever and de- 
tailed production but lacks really gripping 
gameplay and excitement, 

BW 



W 



> True 3D action in the ring. 
Large variety of moves. 

► Impressive animation for some 
moves. 



B 



► Com put e r o ppo n ents axe fairly 

predictable. 

► Virtually no sound at all, never mind 
any rock, 

l* Gameplay may be clever and detailed 
but it isn't very exciting. 



GREEN SCREEN VIEW 

Perfectly visible, and none of those 
g&nah costumes either. 

AW 


GRAPHICS 


62% 




SONIC! 


e% 




GRAG FACTOR 






STAVING POWER 


S4% 




A A RATING 
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OF THE PEOPLE 

All of trie regulars are hack again this month with 
tnessrs Masterson, OTonnell, Hughes and Connelly 
monopolising the postbag again. They are hogging the 
limelight with their brickbats and bouquets. However 
there are plenty rtysre of you with something to say - 
you can't possibly agree with us all the time. 

Batman and Bounder both come in for consider- 
able praise but the dynamic duo from Sid cup really 
sock it to ut over Monty on the Run. if you want to gel 
in on the at! then don 1 ! delay r send us your views on 
all the latest games you can get your hands on. All 
arguments will be settled in a gentlemanly manner 
with pistols at dawn (but I warn you, Bob is a mean 
sKoH). Send your comments on the bock of a postcard 
or stuck down envelope to: Voice of the Paopfe, 
Ami trad Action, The Old Barn, Sont&rton, Somerset 
TA11 5 AH, 



BOUNDER 
Gremlin Graphics 
AA Rating 92% 

Brilliant! This is easily the most 
addictive game I've played in a 
long while. The gameplay is 
highly original and the graphics 
are excellent. If you are even, 
remotely interested in axc*de 
games - buy this!! 
Gerry Hughes, Cranleigh 

This was well worth the ac- 
colade of rVlastergame. Bob 
Wade certainly knows a great 
game when he sees one. The 
graphics are absolutely brilliant 
and the tune may even make the 
top 30. But it's just the sheer 
adcuctivoness thai makes the 
game great. It is pure torture 
and you just keep corning back 
for more. Once you start 
playing you won't be able to 
stop. This game is bound lor 
keep you up to the small hours 
of the morning (Sorry). 
Richard Connelly, Croft on 

ROCK'N WRESTLE 
Melbourne House 
A A Rating 58% 

This follow up ro Way of ihv 
Exploding Fisfm a good attempt 
at a wreauing simulation, but not 
up to the standard set by 
programs like Fist and Ym At 
Kung Fu. Nevertheless if you 
enjoy ^ be,at-e^n-ups , it's well 
worth a look. 

Gerry Hughes, CnnJaigh 

To start off with this game is 
wrongly utled. It should be 



called Wmsr!c h because there is 
no rock. As (or the rest of the 
game, the graphics are alright 
and animation is very good. 
Gameplay u also reasonable. 
AU in ftp a good game (hat lacks 
some ROCK 

Simon O r CottiicU t Slticap 



jtrnshodi 

CPC 



1*P|H|^^"»- 



MONTY ON THE RUN 
Gremlin Graphics 
AA Rating 65% 

This ks one game where E must 
disagree with Bob Wade. Of 
course the music is incredible, 
but it is not just another platform 
game. Has JSW got re Importers, 
a jet pack and a CS? I don't think 
so. I suspect Bob didn't get very 
far into the game? In short this 
game is fantastic? 
Simon 0'ConnelI f Sidcnp 

The first thing that hits you 



about this game is the pheno- 
menal music by Rob Hubbard, 
Will it be bettered? Apart from 
thai the gameplay is also excell- 
ent. 1 can't see why AA didn'l 
like it. 

Emmet Majterson p Side up 

COMMANDO 
Elite 

AA Rating 76% 

Alter playing this on a Spectrum 
1 was in no way disappointed 
with [his version. It has good 
graphics, great scrolling, great 
music and very tough gameplay 
that make this a must for every 
shoot-envup fan. My Only groan 
is frustration You can lose all 
your lives in just one spot. 
Overall a great game, 
Mark Baron, Poole 

This is a good rendition of the 
arcade game with good scrol- 
ling r giaphics, gameplay and 
sound. The worst Hung about it 
is that when you run across the 
runway the game Lows a lot of 
speed. Overall an excellent 
shool-era-up 

Emmet Maslersou* Sidcnp 

Forgot Ramho, forget WDWIt- 
buy Gommatf dQ- It is absolutely 
brilliant. The graphics are Ear 
superior to any other game of 
this kind and puts them to 
shame. Your character is a real 
mean piece of work who prides 
his ability in murdering hordes 
of enemy scum. He is well 
equipped for the job with a 
mean gun and grenades too. 
The sound is wonderful with a 
really atmospheric lune. The 
game is exceptionally tough as 
your man seems to be taking on 
the whole of Europe , bul he's 
more than man enough to cope 
with it and return a glorious 
hero. 

Richard Connelly, Croft on 

WINTER GAMES 
US Gold/Epy x 
AA RaMng 90% 

This is most definitely the best 
sports simulation to grace the 
Amstrad's screen- The events 
are aJL brilliant and require skill 
rather than severe waggling. 
The backdrop scenery is good 
enough to go on a postcard and 
the actual animation is brilliant 
coo, For those who fancy them- 
selves as Torvill and Dean there 
is skating, those who prefer the 
dangerous sports have ski- 
jumping, hot dog and bobsled, 
while for those who just want to 
get knackered there's speed 
skating and the Voile i biathlon 
My only moan is that the cass- 



ette loading is annoying, so do 
yourself a favour and beg, bor- 
row or steal a disc drive and 
treat yourself to a great game. 

STAR QUAKE 
Bubble Bus 
AA Rating 80% 

Gel this game! It has fabulous 
music and sound effects, amaz- 
ing graphics and great game- 
play. It is very addictive and 
well worth £8.95, I would will- 
ingly sell my Amstrad to buy 
this gamel It is ace. 
Simon Cudd^fard, Kenil worth 



bubble bus software 



BATMAN 
Ocean 

AA Sating 93% 

This game looks like another 
Ultimate clone, but that is as far 
as the similarities go. Batman is 
extremely easy to get info and 
you'll keep coming bade for 
more. Colour is used brilliantly r 
so much better* than a one or 
two colour Ultimate 1 game. The 
tune too is a good rendition of 
the Batman theme. 

Although the game is very 
easy to get inio some of the 
puzzles are really clever, but 
with a Utile experimentation you 
should be able to start to save 
Gotham City. 1 must admit t 
haven't goi very far but Vm 
certainly going to teep *n 
trying. It's that son of game, a 
real challenge. I do have one 
quibble - whe re 1 s Robin? 
Richard Connelly, Croflon 

This game really is good. Great 
graphics in great colour and 
marvellous animation, The 
gameplay is also great - just the 
right difficulty. The only thing 
wrong is the totally naff music. 
Ocean don't seem to be able to 
write music eg NOMAD. Sambo 
and now Batman. 
Simon O'ConnelL, Sid cup 
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Aliigata Software Ltd. 1 Orange Street. Sheffield S1 4DW. Tel: (0742) 755796 




I FEAruKiM^ A$teOAL AWO CASS! 

WiTKTHEPJLl:: 




ffld<n I s Revenges more ten adventure, mightier thm a wargme 6144 i ccaiior^ 48u 
There arefcetofd* barbarians, dwarves, tey and giants to meet Btfer weather conditions and welcoming torches to 
Rsa game lor ofteof more ptajeis whose skill altae wffi determlfte victor/ cr deieat. 
DoojsdoJk's 2erenge -s avtwKsbte r.sw don: software deafer? everywhere In case ol difflcufty wnle to: Beyond BnttshTetfecom VfeBington House 

Upper Si Martini Lane. LONDON WC2H PDL 
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Pilgs, rejoice! followers of the Path are positively spoilt 
\for choice this month ms the Courted Crusader takes value 
[for money ms his theme, and brings you news of six new 
[games Level % firebird. CKl - they're alt fluffing out 
] their feathers and d esp e rately trying to attract your hard- 
learned cask, so beware! As spring madness spurs the 
I software hawses into action, which game should you go 
| for? Just dig into yarn pocket and follow the man with 

the rod, the staff, and At National Health specs... 
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PRICE OF MAGIK 

Level 9 Computing, tg J5 c a« 



Yesstr, the ?r:ce is right. Prigs. Here be the latest from Level 9 T 
featuring for the second time their new adventure system but 
with added sparkle and extra features. It's top of the list this 
month in terra oi s~2e origir.aI:ty. ar,d chart-toppmg challenge. 

Jt*st m ease jo'i hadr_*t twigged, Level 9 are now boasting 
1000 word vocabularies :r. 3_ new releases, thanks to 

their new compression methods « "giving over SO per cent 
reduction^. T>.e parsers are also far more effective, allowing 
irptits like "T^ce s_ weep: ie bcc^ug, the byms, and the 
bantam, then go rcrih ar.d kfll the alug". The graphics and text 
now print siumltareously too. so you can interrupt the picture- 
drawing to move c" tc another location without having to hang 
around while i.e zzzv,* r —^l±s. 

Hie eSec: of these mi-ovations, already featured in Worm in 
Paradise, +$ to make the gajr.es vaaiy easier and far less tiring 
to play if you s;: -Jr.* s^reer. :« hc-rs on er.d. in addition, with 
?£W. Level 9 have introduced three more significant 
developments 

The first two involve extra commands, which are most 
helpful :c Lhe b«*^ered Pignm. RAM SAVE and BAM 
RESTORE Wall save yo^x g»-r.e to memory instantly, so that you 
can instantly restore to a previous position. However I was 
disappointed :o find oat feat they would not work once you'd 
died^ so saving :c :ape ^ *zll recommended every now and 
then. The OOPS command enables you to go back one move, 
useful if you've jus: regretted joining battle with a giant slug. 
Agam. yo£ car. I use i: to get out of terminal situations. 

The tnal new development ut POM if the introduction of 
"independer.: -n racers". These have been around the adven- 
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turing scene for quite some time now, ever since they first 
really gripped the punter's imagination in The Hobbit In some 
games, for example Suspect by Iniacom, the interactive charac- 
ter has become a whole game in itself H but this requires large 
amounts of memory or disc storage r so on tape -based games 
(he characters are necessarily rather limited. 

fa POM there are various baddies to contend with. Some 
just attack you malevolently, while others can be communicated 
with if you have the right questions or commands to give. 
Commands are given simply by prefixing your input with the 
name of the creature, followed by a comma - e.g. WEREWOLF, 
EAT BRE AKFAST, Quote marks are not required. 

So there you have the raw bones of the program. The actual 
plot is a sequel to the very popular game Red Moon, which got 
the 'Adventure of the Year 1 award lagt year. Level 9 have 
always seemed more at home in the world of magik than the 
world of hi-tech and the Filg is glad to see them concentrating 
on this area once again. In POM the Red Moon crystal is 
controlled by Myglar, who is using it to supplement his own life- 
energy rather than for the good of the people. Your task is to 
supplant Myglar and re-establish (he benign influence of the 
crystal. 

As plots go, this one isn t the most original of Level 9's 
efforts. However, the game itself is somewhat ditferent in being 
almost exclusively about magik. Most of the objects in the 
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adventure are fairly easy to find, but actually using them isn't a 
doddle by any means. There are 18 spells that you will have to 
master in order to outwit Myglar and at the beginning of the 
game you don't even know how to cast a spell, let alone where 
to fmd one or what to use it for. 

However, after much exploration of the House of the Red 
Moon* in whore echoing room* the adventure takes place, you 



SE ABASE DELTA 

Firebird, £1 ,39. 




, u^yjnl ? to * vine nimrt in 
h ^ door. You c*r* see a vine, 

in a woodshed in the r.ur*r*y f ; 
%. t t-O a w i ml a 1 1 9 drive a VKt U e * t 
garden. You * cavid I & : 
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begin to uncover meaningful inscriptions that will enable you to 
Commence your magikal career . Most Spells take the form of 
brief words that are inscribed in hidden places, and all require 
an object to act as a 'focus' for the spell before it will work. 

The presence of magOc or magttcal objects is indicated in 
the program with the message 'Your sanity is shaken*. This 
refers to thu title of the program. Which derives from Pete 
Austin's belief that, m reality, magttcal expertise can only 
increase at the price of one's sanity. You start the game with a 
sanity rating of 100 per cent and steadily sink deeper and 
deeper into menial cortfusion as your prowess as a magician 
grows. 

You also grow older during the game far more rapidly than 
any doctor would recommend You can avoid sinking inio your 
grave before your time by touching a certain object, but Til 
Ieav£ it up to yon to find out which one, Age isn't your only 
problem either. The program gives you a stamina rating and 
this receives a severe beating every time you indulge in 
combat with a rattling skeleton, giant slug, ot whatever happens 
to be blocking your path. 

There are over two hundred location^ all with graphics. 
The graphics aren't much cop I'm afraid, but perhaps this is lust 
& matter of personal taste. Certainly the Pilg has never made a 
secret of his dislike of Level graphical style, but others are 
free to disagree. I find it rather lacking in definition and in POM 
1 even felt that some of the pictures were misleading. One, for 
example, clearly shows a stairway leading down when there is 
in tact not one present in that location. 

However, this game seems certain to keep even the most 
astute Pilgrims busy for quite some time, I plugged away for 
several hours and still hadn't uncovered more than half the 
location* > and the use of magik is a hard one to crack - I've 
currently got only three of the eighteen spells under my belt. 

The gsunc definitely has a d liferent flavour to that ol most 
previous level 9 releases because of the independent charac- 
ters. For the most part they exhibit satisfyingly varied "actions' 
which give a greater illusion o£ reality. However, they do affect 
the style of the game you'll find that the most tricky puzzles 
tend to centre around how to deal with people or animals. The 
locations and object? aren't all that hard to find, but gaining 
access to them is difficult, All this makes for a slightly new style 
of adventure from a company we have all come to admire. It will 
leave you £9.95 poorer, but a richer Pilgrim in all other 
respects. 



We now descend to me very depths of the ocean, where we 
find the rock- bottom pnee range of f L99 bum Firebird. Don't 
be put off by price however, my fellow PiJgs. for ihis is no 
flatfish - it's a great little wriggler that will give many a full- 
priced game a good run for its mop^y 

Seabaae Delta is a sequel id Sabsunk (already reviewed by 
the Pilg) bat you don't need any (amjliarity with the earlier 
program to enjoy it as much ap I dfcL It's a Quilled + lUnstrated 
game thai boasts some excellent graphics, a reasonable 
vocabulary, some tricky but adncuabty logical puzzle and one 
or two ingenious touches. 

Seabase Delia is the underwater headquarters of a gang of 
baddies who have jusi succumbed lo some nameless disease, 
leaving you with an (almost) free run of the base. They've also 
left you with the teensy weensy problem of a nnrtear warhead 
to dispose of* and of course, die problem of escape afterwards. 

The base is built around a member of different substations 
joined by a mini-train network. You hop utfo a vehicle, insert 
your security card, and whizz off lo die next station. All this is 
very weQ done using The Quill with sound effects and dramatic 
pauses, though at times the pauses threatened to slip from 
drama into tedium - a not uncommon Quill characteristic. 

There aren't that many locations, but then yon don't expect 
all that many for £1.99. There are however a reasonable 
number of puszics enough to keep you busy for a day Or two 
at least depending on your powers of intuition The ifiaphics 
are excellent though they tend to redraw rather too frequently. 




for example whenever you uncover a new object by searching 
a room. This holds things up a bir, bui is entirely fargiveable 
because the pictures draw quickly * and are an added bonus 
given then quality *nri th** game's price. 

Seab&se Delta isn't going in k«p you going for anything 
like as long as a qj_me Like Aice of Maqtk, but then it's in an 
entirely different league - and in the budget league it comes out 
very near Ihe iop. 



ROBIN OF SHERLOCK 

CRL, £2.95 on 



In this inimitable spoof, Robin finds him&elf confronted with a 
dead Doctor Watson, * dia*dty-belted Manan, and Hum the 
Hunter gone haywire in the Fried Squirrel Bar. There is also an 
exploding Friar Ck^rbachfitnik, a railway network thai bears 
uneasy resemblance lo die one in She i lock, and a series of 
Sherwood Forest graphic* Biai look depressing*^ and often 
hilariously , familiar. 

CRL seem to be making a name for themselves with 
excellent satirical adventuiwa ai the nmad. Thef *m lakes on 
St Brides (see below) with their Very Big Carre AJranfare, 
they've assaulted ns with Momd at £he Rings* aid now they 're 
setting us sleuthing in Sherwood Fora*. For those of you who 
enjoy * good laugh, dus game comes ami wry near the top in 
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terms of originality.. 

For a Quilled game it's alao unusually large. The prog rani 
haa bsfrn split into three parts, giving you a healthy. number of 
locations 1 to explore. Yon can move between any of the parts at 
will, though this entails saving a string of game data to tape far 




use in the next section each time. 

What makes the game so amusing is the way elements of 
both Robin of Sherwood [an overrated game :f ever there was 
one) and Sherlock have been twisted into are idiotic scenario. 
Wandering through Sherwood fgrcst it comes as something of a 
ehock to stumble across a British Rail ticket office, but taking a 
trip to Huddersfteld 13 every bit as exiting and challenging as it 
was in the original Melbourne House program. You can a] so 
visil the convert* Hum's shed (one oi many), the Smurph's 
village, and a large number 0- other equa-Ky absurd locations, 

There are also aome ingenious mimickings of other fea- 
tures of this program's supposedly more illustrious forbears. 
The 'Talk 10 h feature of Sherlock, which you used to question 
suspects, has boon excellently Quilled into the game with often 
hilarious results, First you type Talk io (name of person)' and 
then proceed with your questions. In fact, los a Quilled game, 
the parser appears extraordinarily flexible and the vocabulary 
doesn't let you down as often as you rmght expect 

So if you fancy a game written by the authors of Bored of the 
Rings with the a:d of an elephant gun and an articulated lorry 1 , 
that fe a mres lamps sioien from «he Nottingham Holiday Inn. the 
sudden falling of day and nighi, and a misbehaving H.T.Hunier : 
then this is for you, my fellow Pilga, Your Cowled Crusader has 
a reputation for being a bit hard to please when it comes to 
comic adventures, but her& we undoubtedly have a game that is 
both consistent in its own illogical way and genuinely funny. 

THE LOST PHIRIOUS - Part 2 

Vidipix 1 ££,50 cass 

Persistenl readers of the Pilg may remember a couple of 
months back a review of the first part of this trilogy from 
Vidipix. It didn't get first-class ratings because 1 felt that it was 
rather too i^asy, and that the pussies themselves weie slightly 
illogical, 

Well. Vidipix have got the guli to persevere, which they s va 
demonstrated by sending me ihe second game in the series. I'm 
glad to say (hat the Pilg found it quitG an improvement on Part 
One 

In this new game you find yourself on earth, and must 
secure the necessary materials to build yourself a space-ship in 
which you can proceed with the rest of your mission. In case 
you missed the last review, this entails the salvage of a lost 
spaceship called the Phmous, believed to have been carrying 
a valuable cargo . 

Phirious is a Quilled game without graphics. 1 was interes- 
ted to see lhal the authors intend to produce the third part of the 
series using GAC P which is perhaps just as well because 1 don't 
feel that they have really squeezed the best out of The Quill in 
this case. Games like Sored of the Rings really demonstrate the 
potential of Cilsoft's utility, but Phirious belongs to the rather 



larger category of pick-up' n'puzsle solving adventures. 

This part of the trilogy is called The Planets because - 
surprise - it features Saturn, Nepttme* and other members of the 
Solar System. Tfpu can iranspo*! from one pSanei to another by 
saying the correct co-ordinates in the right place - both of 
which you have 10 determine yourself. 

There's certainly a lot more 10 do in this game than in its 
predecessor, which V Eds pis tell me was meant to be a 'begin- 
ners adventure 1 . There are Just over 70 locations and although 
there are no graphics the- atmosphere is maintained to a 
credible degree. 

There are still. I feel, certain weak points in the programm- 
ing. For example, there's a robol who will carry heavy items for 
you, tout you can't cornmunicate with it. In order to us** it, you 
just pick the robot up '(difficult. I would have thought, unless 
you're possessed of superhuman strength) and from then on 
you can movs Enormous loads* Similarly, there's a dooi in one 
room* clearly stated as being to the easi of you. that you can 1 ! 
enier without a certain object- However, even carrying the 
object you have to CO DOQK to pass through, rather than go E 
or OPEN it, both of which you might reasonably expect, but 
neither of which you ean do, Solving little problems like this 
takes rather a lot of time, and sometimes guessing the correct 
solution isn't enough - you have to grapple with the parser as 
well. 

My other criticism is that not enough of rhe objects yield 
further descriptions when EXAMINED. In one case this is critical 
there's a reception pad in the first location, but examining il 
reveals nothing about it. In tacl fc it's the sort of pad you have to 
write on - a very difficult conclusion to reach without a hint 
sheet. 

The Planets costs £3.50 from Vidipix at 12S Occupation 
Read, Corby, Norlhuiits, AW/ 7 1EG it's not the best value 
budget release around, but it's an improvement on its prede- 
cessor and I hope that Part Three shows a similar advance in 
siyle and techniques, 

THE VERY BIG CAVE ADVENTURE 

CRL, £7,95 cass 

The Pilg's first reaction on seeing this release was "It's been 
done before 1 . You see, it's such an obvious idea once you think 
of it: to parody the Great Original itself. But the fact is that no- 
one has ever done it before! So full marks to St Brides for 




trampling over another of our sacred cows, and thank you to 
CRJL for putting it before the public. 

The Very Big Cave Adventure is actually a very serious 
academic look at the Colossal Care Ad venture, first pro- 
grammed 3jy Crowlher and Woods using 170K of Fortran code 
on a mainframe computer. The game has already been the 
subject of much in-depth study by many adventurers, but now 
St Brides have taken the ingenious stop of actually providing 
you with a guide to the caves, Trixie Trinian, who takes you by 
the hand and leads you through the adventure, 

TriiJfie certainly knows her stuff. She lakes you first to the 
little brick building by the stream, where you find your wellies, 
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keys, and other asserted items for the forthcoming journey. If 
you try to carry too much, she politely makes this clear to you 
('You're carrying too much already, wimp') and she is of great 
help with the bull that appears to be reluctant to le.t you down 
into the oaves 

Certain oF (he underground caverns have not s in the Pilg's 
opinion, been given ihe airing they deserve, but St Brides have 
changed all that. The Space Invader Room, for example, is 
given a new and definitive treatment - most adventurers will 
never have seen it before, but here it is in horrible techiucolour 
- you can move left, right, and fire. 

At its worst The Very Biff Cave Adventure is so bad it s 
funny, and at its best it's hysterical, It*s certainly worth every 
penny of £7.95. The graphics are excellent and the text 
descriptions are almost up to ihe standard of the original, I'D 
leave you with this brief extract from the beginning of the game p 
where the bull won't let you pass; "Are you still there?" roars 
the bull guarding the gully, "ito*\ you reply h whereupon he lets 
you through because, you see r he's GULLY-BULL, 



QOR 

Maltdale Ltd, price TBA 

And now for the last in this month's selection Of nouveaux 
gamettes, QOR i£ from Maltdale Ltd r a company who I must 
confess ] haven't come across before. QOR is their first game, 
written using GAG and launched at the June Axnsttad show. 

QOR features one Joe Steam who has been assigned 
theperilous taks of penetrating the planet of the title and 
checking out a vast computer complex that the authorities 
suspect is being used for hostile purposes. Joe is smuggled 
aboard a ship in disguise and must keep a low profile before 
stealing a ship himself to invetigaie the situation. 



This was a frustrating game because much cf it was truly 
original in presentation. The author, Steve Baker, has come up 
with a number of imaginative terms h phrases, and objects to 
give the impression of someone living in the 21st century- The 
graphics are also, occasionally, excellent htil the overall im- 
pression of the game is one of extreme unevenness. One 
moment I was impressed by an imaginative turn of phrase or 
pretty picture, the next 1 was let down by some appalling 
spelling-mistake, or a tattily designed screen. 

There are also other rather more serious criticisms. The 
game features a reasonable number erf locations, of which 
almost all are illustrated, but there aren't a huge number of 
objects and those that are there often yield Utile information 
when examined. Giving objects even a brief message of 
description helps to keep the atmosphere going in a game and 
avoid a feeling of frustration, which this game eventually fails to 
do away with, 

At the time of writing Maltdale hadn't fixed a price for the 
game. Adventurers are growing steadily more choosy these 
days, and if you can. gel a game as good as Robin of Sherlock for 
£7.95 n then new entries into the marker have 10 watch both their 
quality control and their pricing very carefully. QOR needs 
tidying up on-screen at least before attempting to survive at any 
price over five pounds, 
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Red Hot Charts. 



To The Pi [grim. 

My JavDun's three adven:ures are 
] . Game: - 



-i 




Company; 
2. Gum: _ 



Company 

3. Game' _ 



Company:, 



My reasons for putting game 
number cne above as firs! choice 
are 



If I'm a lucky Pilgrim and win a 
■ree game, 1 should like to rece- 
ive a copy of 



My address ss( BI.0CK CAPITALS 
ONLY): 



Here we go with this month's 
Readers ' Adventures Chert, Each 

month the Pilg receives aackfulls of votes for this popular 
feature, and of course there's the chance to wm a free game il 
your vole is pick© out of the bag by the dexterous Pilg. 
This month Red Moon, popular as ever, was voted into first 
place. What's interesting, however, is that severe! old titles 
(Hohbit Colossal Adventure) are once again poking their heads 
up. This just goes to prove that old adventures never die - they 
jus! wander in and out of the charts. 

This month's lucky PUg is Paul Martin of Warley, who receives a 
free copy of The Never-Ending Story. It's on ils way, Paul - 
hope you enjoy it as much as I did, 

1 Red Moon Level 9 

2 The Hobbit Melbourne House 

3 Return to Eden Level 9 

4 Heroes of Karn Interceptor 

5 Lord of the Rings Melbourne House 

6 Never Ending Story Ocean 

7 Marsport Gargoyle 

8 Fantasia Diamond Hewson Consultants 

9 Warlord Interceptor 

10 Colossal Adventure Level 9 




Clue Sniffing with The Pilg»l«* & 

for inclusion in thia column? Alter au, n 
help next month- . . 



R££SS< .o .»d 0» pouch - 1-9 i. W 
Diopfcoin without hwiration neai the wraith 



i 



Flung* that basin and spill aad on rust 
Wear the arrainer tor head protection 

[ Warlord 

1 Do ikjI release the wild ox 

i 1 Go fishing for news al the pwr ^0 
Think Tycoon 1 in the restroom 
Seabasc Delia 
d a due or turn on the hi-fi- 
TTie Babbit 

rirS^"*:, c tront to . *»« 
percentage, 

Ca^'SoWco.topvouirotnb.tngh.ow, up 
Use Uw salt to ge( past the giant slug 



! 



► PILGRIM'S 



POST 

The Pilg gets frequent mail 
about (be bugs iit both The Hob- 
bit and iond of Cfte AitgB F bur a 
tetter arrived this month which 
claimed to offer a partial so- 
lution. '1 wonder if f cm help 
those who axe having trouble 
With the Hobbit," writes Simon 
MaxBlwlL TUchar d [AA April) 
said the program crashed 
within 15 minutes. According to 
Melbourne House, die com- 
mand DO could be responsible. 



They say that the meaning of DO 
is wrong and use of it will cause 
the game to crash. Their so- 
lution is simple - do not ose the 
word DO/' Sounds interesting, 
Simon, though 1 can's help but 
think that there must be quite a 
few other bugi in the program, 
judging by the letter* I've had. 
Anyone else got any trpi on 
a voiding Hobbif-crashes? 
Talking of complaints in the 
mail, "I wish to complain '\ com- 
plains Chris Panto ab, "about 
the misleading due you gave to 
R Wilson concerning the B&hel 
fiah in the HitehHikers GTTG 




You do need the Isabel Fish to 
complete the game, because 
: without ft you cannot get the 
atorruc vector plotter whach is 
needed to make the infinite im- 
probability drive 1 '. Complaint 
accepted. Mr Parsons. The PUg 
apologises for being *o 
mxtwyepsl. an:qtuy dka 
dliwywl, (Well + you are wearing 
your babel (ish F aren't you?), 
Pat Winitaniey, of Lords ot Ad- 
venture fame, writes of his 
experiences an a Lord, and 
makes one or two points which I 
think are worth repeating, so 
here fhey are: 

"The problem is that those writ- 
ing Tm stuck on. adventure x 
help" often give me no idea as to 
where they are stuck. It would 
help greatly if those seeking 
help include with their plea a 
resume of objects found and 
problems solved, perhaps also 
the farthest location reached, I 
don't want to spoil anyone's fun 
by giving away answers to pro- 
blems not yet reached. Could 
you ask seekers \o help us help 
them?!' 

Pal then goes on to asfc it any 
readers are interested in setting 
up a GAC users group tor 
shaimg tips, problems, play- 
testing, and general comparing 
'of notes. This sounds like an 
excellent idea, Pat r and I sug- 
gest thai you also mention it to 
Incentive themselves- In the 
meantime h anyone interested 
can contact Pat at 13 Hollinglon 
Way, Wigan, WN3 fits. 
Finally, this letter from Co tin 
Parker amd Bruce Wkunm 
really made me laugh. "We 
were playing Heroes of Kjuik" 
they write, "and before that we 
were playing Forest af Qfcg 
World's End. We saved the tape 
of thai and than loaded it back 
in to nV;- 5 Q f j& Tn we then 
typed I to see what we were 
carrying^ and to. our amusement 
found that we had: Beren the 
Ring, Little Bear. Kh&dim the 
Dwarf, Sleeping Bear, Tinder 
Sox, Copper Gated to the 
South' % HmmrrL .any suggestions 
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Hobbit. &oreo of tire. Rings. JVajCss^? C^?p Ajidjw.ed'*. Jarest 
1^ Warldf £nei, WajiBjd, Cdi^e Biai±siaT, Lords of M^night 
Anthony Cfrllina. I ? Larch Hoi»*f , 37 ShawsdaJe Bo&d SrarnfnM 
P.'.i'n-.r.cpt.^rn iOG 



for what you h d get if you loaded, 
a saved version of lord of tfte 
itogf^ into 73ie Secref of St 
Biide& Trade Baggins? 




Higrh EEre^l, UIt*by, South llumb«f»d*. 



J*»vIe ofBabyioti 

jonnlh&n W 3 J]junj, U(i WaaLnead Biwd, Sullun, Surrey, SMI 4JH 

K^ymond O Meill. 7 ArdqLnn, Dnndnun, Diiblui 16, Eir^ 

Ail Level 9 oahuhi. AH Intntmptar Games Ship of Doom< Jims 

Curs*. LtpionageltlttiJ. Sktfdott'm Qtosmt 

Pvitr Bedwh. Kt Rop*ri AtlSUW, Clungford. flEG 

J*JJ C?*rTies 

Tony T^^dwaU, 17 Hudlnv Wrsy, FffHiiUncrran. Ojdford. OX3 
OLE T*L; 09BG 686^"^ 

Mordant Outfit Clause Atfv&uiui*. ,n\timtmr» 

Tlmathf Gumey. 10 C^rwyn Avqnue. Roucbiwodd. Mtlidtji, 

Pxorftiyn r C^y*i, 1,1*1^ StR (FenpuU *Uo w*tl!w0 iiimIv or 

I«[IL4)U) 



Wa/^rrf, Hprocn a/ fam. Forest u tne Worktr £M, M+§**Qe 

from ArtdromodA, Mindshntiow, Lord* of Time 

Simon ManhiU. 23 SprinqfiPlri W^y Sw^Cn I^ne, Yark, f03 
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Si:awb4U. H*rurn to L'dim. The Wonti tn Pjtjxbsv, Emu raid Itle. 
Red Moon. Hdbbit. Dun Vnrmch, W*rh7Fd, Message Andn* 
mnda, Chwitr Adv*nniTe r Lords of Midmpht, H\ng- ofDarkuMt, 
Nuvvr Endmq Story, DrtcfontoTc. Soul* of DarXvu, Pivmrt 
Vtimno 

Th& PancftriiJ, 7S Rndkpols Lane, Weymouth, Dnrj^i, DT4 ?RS 
T*l: U3U5 7B4155 

Colossal Admrnitu, f viv*! at the- World* £^d, Rvd iWpjOfl 
Rah*r< 31iepber<( 4 Trua(hot|jw Kcwd, Sunon-on-Sea, Lina 
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Worm m Parndun, Win* A too! of Arnold Blackwood, 
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Mti Hal Wu'ifitayJnv. 1 HolJi*«jn*n IVny W:^4n. V^3 6l£ 
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WORLD PUBLISHER OF 
COMPUTER SOFTWARE 
OFFERS YOU A GREAT 
CHANCE TO 




SIREN SOFTWARE 



1. "DISCOVER V" 

I The tape- tod l$C iranster program 1 ranafera some turbo 
loacte rs, al tsrs BASfC I oadfl'S to get prog rams mini rig with- 
out alteration. " HIGHLY RATED". Arffliil "Discovery rjocs it 
Lisist eicfoijd U ib widest range of garn^" AA Fnh '86. 
"Prcihsoiy tha bftsro' the taoe-lo-disk cap ers." AA, Mar 36. 
Featured irthcwriouasollwarrj uhurl, AA March '86 
0n4S4 ,664.6178 Disc C1 1.99, rape E7. 99 

2. " MASTER DISC" "NEW 

Theonly dtSKulhty package yo J wiHcverncsed.lriisprccMrv 
r*a; ydo-esital . 

(MAGE - make backups of youf disks (irtc, lunny formats, 

DintCTOHY EOITCW - unerase Mes. show hidden filos, 1 
c, P r, rpf pir 

5PCC □ roHM - Jorna j your disks lightning fast 

SECTOR EDITOR -complete s^ctoreditor 

DEPROTSCTOR -deproiect a Basic program. 

DISK HEAD ER display stan eng:h, type, etc of fifes 

TAPE HEADER - as for disk header, hut for tape, 

THANsSf iLSi transit individual fies from tape to disk or j 

disk io disk. 

DlSKMAP- shows how Mes are stored on disk 
TYPE5T YLE - d splay on screen or printer sny ASCII lite, 
DJMPFILE -display Hex/ASCII larral for content^ a IE* 
WSK - speed up you r cf is K drive by up to 20%, 

This disk doesi! all! 

On464. 664.6 12&. Disk only £ 12.99, 

OVERSEAS PLEASE ADD £l 00 FOR POSTAGE AND PACKING 
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SIREN SOFTWARE 



SUCCESS 

^ With tremendous opportunities for 
FIRST CLASS PROGRAMMERS 

in the fields of 
SOFTWARE DEVELOPMENT 
PROGRAM TRANSLATION 
GAMES DESIGN 

Expansion in all the Group's activities 
requires constant HIGH QUALITY SOFTWARE 
and we now 

URGENTLY REQUIRE 

products for Autumn/Winter 1986. 
If you would like to work with the Best for 
Maximum Reward either Directly or on a 
Freelance Basis contact in confidence: 
Software Development Manager 



6 Central Street, Manchester M2 5NS. 

Tef: 061 -832 6633 Telex: 669977 
Completed programs also wanted for; 
SPECTRUM AMSTRAD COMMODORE 64 CI 6 
ATARI ■ BBC and ELECTRON Micros 
Cash or Royalty Payments • Immediate Decision 

CONTACT US TODAY! 



ARCADE 



INTERNATIONAL SOFTWARE 



□1ST RSBUTION TO PUBLIC AND TRADE 
Sate if me at fast for Amstrad* 

t led ra F r e ri -d* 2 9& M u t jnl M naif 2 19 PUflil gl 0 1 *th r Adxj 

RqI d nd Gats D rgomi* . 2 .93 A View IM Ml I 33 Bjj i Ortig * l-ilifid 4d v I 

Spjnner m *n 2 99 ArabblA M i ah r. s 2.99 Sneaker 

Wondiit . .2.99 Fare*i Wprldi End 1 93 Gwri Pea Qrbtr. 

Climbit Z 99 Hetou rf Karn .2 93 AftfiM t 

Splflt! 2.99 Jmili u1 Babylon 2 99 Seb-r Wull „„„.,«,. 

Amsgoll , 2.9SG«lctr»hir 2 .99 flairj 0*tr Mokow:4 59 

Alien Break in ..2 ,99 Wirllfd 2 93 £l*vt 0 tt it* Sno nkei . . 

Atom Smaitji* 2.99 Chopper Squad 3 99 RittiIm 

JeE Boat Jack.... 2.99 Andromeda . 3 99 H 0 « A D 

Gem? qf Strjdu? . . . 2.9B Chudm Eg>g 3 93 Hrpinporl* 

Space Nanfci 2.93 Hunter Kill it . 3 99 Tit Ai Xung Fu 



j 3SThf Y Sold a Million? 

3 99W*v ohaaTigtf 

3 99 Monopelr 

3 33ilili 

3 99 Lord qI ttie Jtinpft .. 
1 99 Super Tm . 



trary Gull 2.99 Ma situ Chttl 

Cufail ..2,99 Stif Camn-jnda 

Punchy 2.93 Hunth&acJi 

L«»r Warp .. 7 99 A ton- Srriirt ir 

Atin Alltck .. 2. ?g Hgm-E ftui net 

Hiunied Hedges.. 2 93 Manic Mi**r 

Stocfcma-hel 2 99 Aroif ican Fvatball 3 M Knighl Rirkf " 

ClflSiiC Adventure ? 59 Alien 3 99 Fiinkie g i.HnJi T wuaif 

] D Imrad e r 2 99 Bouti ei flob . . 3 99 Dambmif it 1 ... - 

Code Name Matt 2 99 Kung Fw m L» Vegas ■ 3 99 Impoiiiblt Mtsnon' 

Super P i m I .n ■ 1 1 2 39 H ^ft S P«l 3 99 NpA E£t pafflH 11 

Olaggti 2 99 Hijgirti Snooker 3 ^famuli I 

DfHieiiva ZHSea^nHead 3Jf CHIleY ..... P .... 

S*i if P«ler 2 99 %jiMrain» 3 93 Nentef raquiou* ,„...... 

Kduta Jech iuill . . j *9 Herbert's Dumrnv Rur. .3 9S SouUf a fl&txn 

Lucky fruiti . 2 99EvenfOf« i A Wellf 3 >9 U«« ol Dn-i?m 

Cod* Na«i# Mitt l. u l F fl Sfaiii oi Dwn (Aivl ■ ■ 5 W lecamotic^ 

H ei r i*r An JCfc . 2 39 IftCJ tura (Ml) ,3 93 Ftrt-de r 3 Kctptrs 



3 99 1 
.3.1 
A.SD 

4 50 
. 4 nD 
. 

,fJI 
E ?£ 
E 7b 

..375 

7 ?5 
7.21 
ID 

II 95 
ft 7% 

5 ?i 
72S 
725 
7.2S 

? as 
i is 
i ti 

IK 
1 19 
1 39 
I 19 
l 93 



TRADE A QUANTITY ORDERS 

Games pr ctd ! E3 69 - ortf9rf ror 5D 1 t C2 00 

Ati puces mctuttt? VAT P£P 
Crmqutft atrHf fft>viut v # ^cr5 macio pHyAbi^ lr ARCADE INT. SOFTWARE mn4 

Unit 202 Shopping Hjell, Myrtle Road 
Eatkl Hans. London Eq Toh 01-47 2 9900 
Sliop &ppn Man-Sal, d.JO-S.OO. Thursday, ft.30-1.OG 

O^FP^FAS ORfJFRS CHEQUES U\L> 
kuru|»f:i.tX)»j(LtB tie* upe PAP £50* - a<tc; Ci^OOF 
Eis#wn«rt £2.00 extra pur tapePAP |5C 1 
' Pirns* pfyc?nt> for dvdJ^bf.^y 
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There's something far everyone in this month's type- 
ins. If you've got a disc drive and a printer, Cat£8 fet's 
you produce a printed disc catalog without booting 
CP/NL If cassettes are more your cup of lea, Speed3K 
lets you save at speed. Or if all this sounds a bit too 
boringly practical, the amazing — and guaranteed 
completely impractical — Bfitt&r will knock your sacks 
off. It's the graphics type-in to end them all — unless 
you know better! 






SPEED 3K 

If you awn a 484 and can't afford a di*q drive, Chri* Rolla's aifty 
tittle program will give you that extra cassette apeed you've 
been Jacking for. It's very she it, it's very ea*y 10 use. and a 
gives yam a 3 kilobaud saving speed - that'* 80% faster than 
■peed write 1 . It's very reliable a* high-speed saves go, though 
a Alow-saved backup never doe* any harm. Juat type m P save 
and run ix t and thett aave pror/rama in the normal way - hut a 
fair bit faster, It'll lait until you switch off, reset or use a SPEED 
WRITE command, 

J0 REM thin s*t& *p#*d 3000 baud 

20 *untH changtd by tpavd write 

30 FOR «*fc&70ff TO hB7&9 

40 READ n*iPOKE » p VAL(n*> 

30 NEXT 

60 CALL &8?00 

70 DATA Ac 2 1 , lr6* t 0, fc3», fc0f p Irc d f fc6B f fcbc p fcc 9, 0 , 0 



cataiogije 60, 86 

5»«|rtasm 662 
catap^t 284, 726, 

cataract 

JSperfall 348 
oitndness 440 
443 ' 

catarrh 299 

catastrophe 

faster 619 
Mtsh 729 

catch ,»i^ c 2 g 

Jasienina 45 
s °ng4l5 

< * € fect480 a 
joke 497- 

"V 518 



c 
C 

ca 



CAT#8 

If you own a printer and use discs , you've probably wondered 
about cataloguing to the printer. That would save you all those 
problem* trying to remember just what the filename waa, 
halfway through some tricky operation, The only problem is, 
Basic won't let you. If you try typing CAT#S, you'll just get a 
syntax error message. To your rescue comes Justin Mnckhn 
with this handy little utility to give you a hard-copy CAT, There 
are two versions one for (he 464+ and a shorter one to lake 
advantage of the COPYCHRS function on the 6B4 and 812fl. It can 
handle system, data or even IBM formats. Clever stuff, and short 
too! 



5 REM **#**4#t»##**###*-*6HHfr- 

6 REM CAT#S by J* Mack] in 

pTUri X 1t f 7 T TTTTT* tTTlTlf t ? * * * T 

B REM 664/6228 version 

10 z*3: p**- w :piode 2: cat 

40 WHfLE (ilk,** " fj-s + i : LOCATE l,z:GD5UB t 50: WEND 

30 FOR *=1 TO 1 A; LOCATE x f 2:GOGUB *50: t*-t*+p*: NEXT 

£0 FOR * = I TO LOCATE XpZ+lJGOSUB 1 5# I +p* : M£X T 

70 GOSUB Z00:PRlNT#8p p CATALOGUE'' l TAB 1 331 ? t*? TAB f 70 Mu*J GOS 

80 FOR y=4 TO z * i : FDR *-l TO 80 

90 LOCATE k F y * GO SUB 150? v#»v»+p* : NEXT 

100 PRINTHBp v** *:NEXT J 

110 GOSUE 200: MODE J: END J 

150 p*=COFrCHR*(*0> : RETURN 1 

200 PRINTH0 .STRING* t80 f : RETURN I 
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THEf-P d~I 



2,C 



1 jes 

3tf BEG 
d0 MODE 0 

70 TOP x*=8tC*0fif TO 5.F7FF STEP ?:POKE x% s 120:NE fc CT 
30 FOR x^kFBOT TO kFFFF: POKE sell, I NEXT 
9101 GCStrB 15 1^: ORIGIN ® 9 Q 9 &i&4& 9 & Jf 4&® 

Tip kfck=l TO 100 

120 FOR TQ col 

1-10 IF THEN ?=-®.2 

150 IF *: = ~.12ff THEN GOTO 

160 <J=0 

!7*fr PLOT 320,^0,1 

tS0 FOR 90 TO 25f» STEP 4 

ig^r chfc=INT*2 ^0 + 1 00*SIN t 1%5 J 

200 IF chk=2?3 0£ cttii^43 OR chk~I5* OR ehk* 

2J0 IF chfc=2?£ OR chk^20~ OR chk=I2S THEN 

220 IF d=I THEM 320 + x*COS f f Z0tP+100*sTM f t%> , 

RAW 320*x*CO5f t%> ^1% 

230 MEX T t* 

24 F NEXT fck 

250 col -col cS=c?t+ 1 : c l*t=irl%+i 

260 IF c*=J5 THEN c%=3 

27" JF ei* te I3 THFN cm = 3 

280 he>;t kkk 
2*0 GOTO 42€ 
3F0 ENS 

320 K%-0£y%-IG?0S ORIGIN 3©0 P 200: PLOT -2, 1 
330 <f%-3-?*r 
340 WHILE 

370 PLOT ERAW -.*a,jfc:FLOT y% t PRAU 

?%!DRAW .n 14, -ytt:FLCT -yV lfl DRAW 
360 IF <a*<0 THEN dtt = d^+4*^+6: GOTH Sttfc 

3^0 ^yfc-S 
3^0 *%j»x%+2 
400 WENU 
410 RETURN 

420 d-2:*£h*r>g# variable D for Ep^e-H 
43j0 KEY i , »cAMtrbc02:qiode 2; 1 i *t ■ +CHR* (1 SJ 
440 ENV 1 , 14, -I , 2: ' up erw*lop» *r>d v*M*bl«s 
450 ENT I , I £"£1,5, 1 

460 rjr=i :c I=3:tI2^9: f r=l: <d*=-l : yd=-!P. S; x%=3fl: yM3 
470 FOR »*2 TO 14 STEP 2: INK * , 6: INK a * 1 g 26 : NEXT S * Si?t 
o correct cnlaurs 

4S0 J UK 15,1: INK 1,21 INK 0, 1 I : FOPI^EF II 
4^0 WHILE «ft-J nlDC.p=<3 
^IPFPT TNK rJ ,6iTNK ez12 ? 26 

510 OUT LfiC0Cr p 12! OUT &BD0J3, 48+ INT ( t%^?^A> ! OUT kBC00 B 13:OUT 
BD00^t% MOD 256: 'Uses CRTC register 12 13 to set OFFSET fo 
r hardware scrol 1 

523 IF a*>35 OR x%<15 THEN IF *<J%=-1 THEN SOU NT 1 , 3 1 , 1 

,1 ELSE SOUND 4 . 1 500 , 0 , 1 , 1 , ! ELSE a = a 
530 yd = yd-0. 5! x^xX+ <d% 

540 TF x*>33 OR **<13 THF *d%»- ,d%: dr«-dr 

550 Oflfry) :FOR * - I TO d : CALL kBD 1 9 : NE K T : + U» FRAME ins 

t*»-f of CALLWP19 on 664 6128 

y*^+ydlIF v<H THEN vd = 2. 5 
570 IF yd*2 THEN SOUND 2, 130® ,0 P 1 f 1 , 3 

5S0 cl-cl*dr:IF c]*13 THEN c I -3 ELSE IF cl-2 THEN ct-l4: f KM 
P5 control of INk values to give illusion of rotation 
590 cl2=c!2+dr: IF c 12-15 THEN cl2=3 ELSE IF c!2=2 THEN 
4 

600 WEND 



In May we brought you three stunning graphics demo 
programs which wnmg that little bit eytra out of AjjtoldL We 
thought they pushed the old CPC hardware about as far as if 
could go r but Fsul Bond of St. Helens proved us wrong, His 
type-in s Blitt&r, mimics a. demo program Commodore use to 
show off their enormously expensive Amiga personal com- 
puter. 

The demo is of a huge red and white football, bouncing and 
spinning at the same time, against a grid background - and it 
takes real power 10 do that properly. With Paul's program, 
Arnold can match computers nearly ten times more expensive - 
not bad. for 3K oi Basic! And the perfect demo -c put you in the 
mood for the World Cup, 



-y* f :<*:PL0T 




inks 
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Absolute 
Beginners 

Andrew Wilton continues his series 
on Basic programming that's so 
easy to understand, even our 
publisher reads it. 



PART 3 





Last month, you typed in a program. It was a very simple 
program, and didn't do anything a compound command 
couldn't do. Here's another program for you, and this one's 
evan simpler - just type,.. 



J0CljS:P»INT ?r Arn3trad Action 1 



„ ^remembering the space after the number 10, This 
doesn't do anything for the time being - program instructions 
aren t earned out untU you type HUN. H you read \h% first 
instalment of Absolute 8&giimer$, you won't actually need to run 
the program to work out what it does, The CLS clears ihe 
screen, and the PRINT command wriies the message "Amsirad 
Action" on the top line. You can take another look at the 
program by typing LIST. 

Once you've typed this in, and RUN it to check that it does 
work properly, you 1 11 probably want to expand it a bit - after 
all, it's not very exciting as it is. Try typing Jn + «< 



20 PRINT "from Future Publishing' 



..and again you'll see thai nothing happens. Now, type 
RUN. Syntax errors permitting, you'll see the screen clear and 
the message... 



Amstrad Action 

from Future Publishing 



. . appear at the top of the screen, Typo LISTi and you'll get 
a look at this new. improved program. It should read... 



1 0 Cl£;pRlNT n Am»trad Action" 
30 PRINT "from Future Publishing" 



[n other words, the program consists of botfi the pieces of 
text you've typed in. These pieces of text arc called program 
lines, and the numbers at the beginning are their line numbers, 

We saw last time that the line number tells Arnold "This is a 
program, line - don't obey it until you're told to/ 1 What we 
didn't cover was what any particular number at the start of a 
line means, 



THE RIGHT ORDER 



As far as Arnold is consented, any instruction starting with a 
number is a program line. When a program line is typed m P 
in^ad of obeying the Uwtrticttonfi in the line, he jus e *dd* them 
to the other program lines you've typed in so far - to the 
program, in other words. The question is, where doe* he put 
the new line in the list of lines you already have? This is. where 
the line number comes in. 

If you've typed in the example lines, and LESTed the 
program they formed, you'll notice a glaring omission. We've 



missed out a viud piece of the "Amstrad Action... 11 message. To 
fix this. type... 



■18 PHflSt"T*e wouM-breaki^g megashe' 




...and LIST the result. You'll see that the new line has been 
fitted in between the other two, like this,.* 



1 0 'CLS:PRQ3T! 1 Anytfrad Aefem r 

IS PRINT' "The moiild-breafcitig '.ineffafliiw'- 4 

30 PRINT 1 'fx&m Future Publishing" 



...even though it was typed after both of them. This is 
because Arnold always deals with lines in numerical order* no 
matter what order you type them in. For another demonstration 
of this, try typing RUN, You'll get the message... 



Ainatrad Action 

Thflf moul^-brealeing magazine 

from Future Publishing 



...on your screen. There are a couple of points to note here. 
Firstly, the order in which you type the lines is of no importance 
whatsoever - once you've typed them in* Arnold LISTs and 
RUNe the lines according to their line numbers, 

Secondly, the actual number of a line has no meaning of lis 
own. I only gave the new line the number IS so thai Arnold 
would store it in between lines 10 and 20 - if Td made it line 1? 
that would have worked every bit as well. Indeed, we could 
have called the first line we typed line 146, and the second line 
we typed line 673 - this would produce exactly the same 
results, provided thai we gave the most recent line some 
number between the two, It's the order of the line numbers that 
matters, not the numbers themselves. 

That's enough on programs for a while. Well have a 
summary at the end of the article* but first here are the graphics 
I promised last issue. 



PLOTTING 



Last month's bit on inks and colours was the tough haLf of 
graphics, This month things should be a whole tot easier. Type 
in this little program— 



10 CLS 

2QPLOTmi(XU 



„«and RUM it* The screen clears, and a tiny dot appears 
down near the bottom left-hand corner of the screen. Not very 
impressive, perhaps, but that's wha! PLOT does - il plots a point 
on the screen. 

As you can see, there are three numbers after the com- 
mand. Avid AB readers will recognise these as op&rmda - 
those crucial pieces of extra information that tell Arnold how to 
perform the commands you give him. While PLOT tells Arnold 
that you want to plot a point, the operands tell him where and 
what colour you want it. 

The first two operands carry the " where' B information. 
They are the co-ordinaiGs of the point. Don t be put off by the 
sound of the word - co-ordinates are very simple things. Just 
remember, we're trying to tell Arnold the position we want a 
point plotted at, using numbers rather than words. This is 
nothing difficult - we do this sort of thing all the time with map 
references. We describe the position of a place by saying how 
far east or west it is of some fixed point, and how far north or 
south. 

If I take Somerion as my fsxed point, I can describe the 
position of Edinburgh as some number of miles north o: ftera 
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and seme other number of miles east. Provided you know 
where I'm measuring from and what units I'm measuring in, 
these two number* tell you where Edinburgh is. Those two 
numbers ate the co-ordinates ot Edinburgh, 

Screen co-ordinates are just the same. The died point is the 
bottom left-hand comer of the screen, bo the co-ordinates 
measure how far to the right of this corner you want the point 
end how far above it. Thm PLOT ISO, 100,, r . will plot a point 1B0 
units in from the left-hand edge and 100 units up from the 
bottom of the screen. The units don't actually have a name like 
"inch«" or ''metre! 1 * or anything; bo we'll just ke^p calling 
them, unita, 

The chief thing to notice about the units is that they're very 
small indeed. If you take a look at how close PLOT J 50,100, ... 
puts the point to the bottom left of the screen, you get some idea 
just how small they are. The screen is in fact 640 unhs wide and 
400 units high. Using this knowledge, we can tell that eg KLOT 
320,200, . will plot a point right in the middle of the screen. 

We know that the first operand tells Arnold how far to the 
right we want the point to be, and that the second operand tells 
him how high we want it. Now if a time to look at the third 
operand. This simply tells Arnold what ink you want the point to 
be drawn in, Thus. PLOT ISO. 100,1 ploti the point in ink 1, which 
will be bright yellow unle$s you've changed it with an INK 
command. 



A STRAIGHT LINE 



A! this stage, it's hard to do anything very exciting with PLOT. A 
more powerful command is DRAW, Reset the machine - hold 
down < control > and < shift > and press the *:esc> key type in.., 

10CLS 

20 DRAW 130,1004 

RUN it, An important point to note here is that 
resetting the machine destroys the previous program. In This 
case that was what we wanted to happen, but this won t always 
be so, Before you reset the machine you should always be sure 
you won't mind losing the program you were working on 

When you run tho program youT see that it draws a line 
between the bottom left of the screen and the point we were 
plotting at before. Now p try running the program again. This 
time, ii behaves just like the PLOT program we started off with - 
it jus I draws a single dot on the screen. Why tho difference? 

The graphics part of Locomotive BASIC acts as if Arnold is 
using an invisible pen. When you switch on or reset the 
machine, this imaginary graphics pen starts off at the bottom 
left-hand corner of the screen. PLOT moves the pen to a given 
point and makes a mark there. DRAW, on the other hand, 
moves the pen to a point leaving a trail as it goes - a straight 
line from where the pen was to where you told Arnold you 
wanted it 

The first time you ran the program the pen was in the 
bottom left corner, because you'd only Just reset the machine. 
The DRAW command moved the pen to the point ISO right, 100 
up - and the line you got wan the trail it left. The second time 
you ran die progranv the pen was already at the point ISO right 
and 100 up, so the DRAW command didn't move the pen ai all. It 
just made a little mark where Arnold ' put pen tg paper ", ready 
to mark the trail- Arnold doesn'i check to see that the DRAW 
command really as going to move the pen, He leaves that up to 
you. 



MOVING THE PEN 



When we use a DRAW command, we use two of the operands to 
tell Arnold where we want the hne to end. As for where we 
want it to start, that's a bit harder. The graphic pen must, if you 
think about it, already be at your chosen starting point before 
you give Arnold the DRAW command* 

The question ii> how do we get the pan to the chosen 
starting point? Well, a PLOT command will do the trick - 
remember how 1 said earlier that PLOT move* the pen to a point 
| and then makes a mark there? So, if you PLOT at the start point 
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of your line and then DRAW to the end point, the mark made by 
the PLOT command will normally be overwritten by the DRAW 
line anyway. 

A belter general way is 10 use the MOVE command. This m 
like PLOT, except if doesn't make a mark at its destination - it 
just moves the pen. Without resetting the machine - with the 
program still intact, in other words - type... 

1SMOVEBO,60 ; 

Before you do anything else, try lo work out where this new 
line IB is going to til into the program. Then type LIST, to see if 
you got it right. Now. RUN the program, You should gel a 
straight line running from the point 80 right, 60 up to the point 
ISO right, 100 up. The two operands of MOVE are co-ordinates - 
they tell Arnold where you want the graphics pen moved to, 

You might have noticed one lrr.ponanr dififir^nce between 
MOVE on the one hand, and PLOT and DRAW on the other - 
namely, that MOVE only takes two operands. The third operand 
is missing, but this doea make sense if you think about il for a 
moment. After all, the third operand of PLOT and DRAW tells 
Arnold the number of the ink you want used in the graphic pen. 
Since MOVE doesn'i actually mark The screen at all, there's no 
real need to specify what ink you want in your graphics pen. 

Having said that. I should just make a coupla of points. 
Firstly, you can actuaHy leave out the third operand of PLOT or 
DRAW, If you type PLOT ISO J 00 for example, Arnold takes lhat 
to mean "move the pen to ISO right* 100 up and make a mark 
there with whatever ink is already in the pen". In practice, this 
means the last ink you specified in a PLOT or DRAW command, 
There are times when this can save you aome effort, but for now 
you're much better off using the third operand. Secondly, 664 
and 812B users can use a third, ink-specifying operand with 
MOVE, This isn't something you'll find very useful for the time 
being. 



SUMMARY - PROGRAMS 

A PROGRAM LINE is any piece of text you type m which starts 
with a number. The number that n skirls with is called the LINE 
NUMBER. 

When you type in a program line. Arnold stores it away along 
with any other lines you've previously typed inn This stored 
coUection of lines ii your PROGRAM. 

You can view your program by using the LIST command, or 
make Arnold obey the instructions in (he program by typing 
RUN. 

Program lines are stored, listed and obeyed strictly in numer- 
ical order, starting with the lowest numbered line and working 
upwards. The order in which they're typed in is of no sig- 
nificance at all. 

Resetting thn machine will wipe out any program you've typed 
m so be careful! 

SUMMARY - GRAPHICS 

A point on the screen is specified by its CO-ORDINATES . These 
are numbers, the first indicating how far the point is to the right 
of the screen's left-hand edge and the second indicating how far 
il is above the screen's lower edge. Co-ordinates can range 
from 0 to 6*0 units left-right K and from 0 to 400 units bottom to 
Eop. 

The GRAPHICS PEN is the imaginary tool which is used for 
plotting points and drawing lines. 

PLOT moves the pen to a specified location and plots a point 
there. It takes three operands: the first two are the coordinates 
of the point the pen is to move to, and the third is the number of 
die ink the point is to be plotted in. 

DRAW moves the pen to a specified location, leaving a straight- 
line trail. A* with PLOT it takes three operands, the first two 
being co- ordinal eu and the third being the ink-number for the 
line, 

MOVE moves the pen to a specified location, wiihoui marking 
the screen at all- it takes two operands, being the co-ordinates 
of the point the pen is to be moved to, , 




FIGHTING FIT 



That's what you'll need to be if you win the Melbourne 
House Kung Fu games that we are giving away! 



Two games on one disc: that's what we are 
giving away in this competition - and thirty 
copies too. The games are Fighting Warrior 
and The Way of the Exploding Fist, and will 
run on your 664, 6128 or 464 with disc drive. 

I warn you, both games are pretty violent. The 
Way of the Exploding Fist has you in a 
Japanese setting in front of a Buddhist -style 
temple. You battle your opponent with 19 
different fighting moves from 'novice' to tenth 
'dan'. Simulation is in 2D but the action is fast 
and furious. 

By way of contrast. Fighting Warrior is 
set in Egypt, under the shadow of the 
Pyramids. You are the Fighting Warrior, and 
have to battle your way past a series of 
assorted demons to rescue the beautiful 
princess. You are armed with a sword and, I 
warn you, the sound effects are pretty realistic! 



The Competition: 

All you have to do to win is answer the 
following four questions correctly. The first 
thirty correct answers out of the hat on Friday 
1 8th July will receive copies of the Mel bourne 
house disc. 




The Questions: 



1. What was the name of Ihe wandering hero in the TV 
series Kung Fu? 

a. Yoo Flung Dung 

b. Ching Chow Mein 

c. Kwai Chang Kane 

2. Who played the hero in the series? 

a. David Canadme 

b. Humphrey Bogart 

a Richard Chamberlain 



3. What was the hero's nickname? 

a Butterfly 

b. Grasshopper 

c. Fred 

4. Which of the following are Martial Arts? 

a. Kendo 

b. Shao Mai 

c. Chop Sjey 



Alien Highway 

| £2, 250 Jsff *■ dw* rets, Aberdeen. 
7-S.2B0 Bab Wade, Somenon. 



JLmsgolf 

BO tr.cis Robert CairxE, AlderahiH 

51 ihoto KulcLaaipoD, Uiord 

Android Onr 

16.580 ftand Buiu, Tutfocd. 

1 1 B**ad Col5ifi&, Wytbtnftawe . 

Android Two 

36. 4B0 Stephen Ragqrtl, Wetfeamc Part 
J J ,4t:u Pitil Cia.1 feu $inu]«y 



Batman 

3,766 Bob Wade. SertWOW- 
B,524 S&™ FtulJjpp*. we-eeaier 




[Cauldron 

tlCi.GraS Nici T truer. Endtftttffth. 
I 10 E .575 5!*ncji Pfcrfenvaon . Horfc my 

1C J30 Ralph Tisntlrr, N*trp*n- 



Chiller 

4T0QEaaGl»&g*f. Wingaie. 
7.KM LkiydBuUcr . Birnawglwa- 
7 ,315 Taxi M-ctinMfi. Glugow 

Chimera 

5.935 CLJJord Frnsar.. Rifdfr?. 
•3, SOS GM Carter, London 

6 ,077 Hi*Ju 1 4 K-?i%J- Uin , Cbu : 1 1 an. 

Chuckie Egg 

BLD&ijOft>vLfw»l 25a I Aim Sraele. DjdcoL 
3 Sfl0,£+0 CLmsS l&Sj Andy VcCAiTur.mq^ 
Dartiflgiefi- 

S72.58Q < Level 40) Cultollul- 

Code name Mat 1 

I.IS2 Km:'* AU<-r,. Hifrcn 
l,HZ Craig Baiky, HUTfiHd 
I, 104 Owot R* *ra. Bradford 

Godename Mat 2 

5j. ] 00 Minn Ckrfee. Telford. 
45,700 fl :rh j rd Or sum, Bury. 
33 B6Q F*ul CUrkc i*™lqy. 

Combat Lynx 

9+3,700 Andrew Fry. PeniaLI 

9 JQ.3Q0 Qw*n McCway, Glasgow. 

£00,000 Kifttcvn Jnwu. A*l±wrg 

Commando 

3il r 60DMidc torningnajn. fbammf- 
: ?50 W&iun DiutsniLtr, Gtonrotbei 
J21.S70 Richard Orm*op. Bnry. 

ConfitiriOB 

i'L.ttcL £&1 Lifnian flail, Cowley. 
L4Z. H"j? ; l-r.rj\ jJ | PulMW =:.:i* EUc.^v 
I ?9,£=5 ]iso~ Grtncui, Fenytan 



The CoToninf 

55.4 IB Andx^Ti ISUck. PrimplQP,, 
S5.3S4 David Smith, Chipping Sodbury- 



Iuusoop! 



Doors of Doom 



Dynamite Dan 

3.000 l4*WcK-'- -- 

J.JSSfbchud Burftr.. Kcbttr. 

Electro Freddy 

4,335 Jtti hv.g- C^.ui. CaerphLEy 
4 ,035 Al-nn. Thsspwnn, HpnharrL 

Er*bert 

3*2J50Craharr. Theirs, ir 
33?,J00Uwr^5=£.^ Knrpo- 
! 33.300 Jultar. Ca-.er Ei=-i.-.^=: 

Everyone^ a Wally 

J,000 A Gnnuhvv Slackb^ra 
i,330^ftetr^. BVw* 4 " 
3, 1 30 Andiww : v V." =, : ;".■= v 

Fantastic Voyage 
righting Warrior 

348. 1 10 Davbc £ ;r El. - ^ ■ -_- r. - ^ - I - * - * 
2De,0BOJUck Ar« r^nl^- 

^4,7000**^ ^.r ki.Tt 
54.000 D*«fd Celiac*. Wjf^ir&iiiawTz 
39,600 Ciry fc:.:* -y ?Je 

Fianlde goes to Hollywood 

fle,90G(9BMffJTBr;£™*? 
7S.000(78 > >>Tobr Eayes. 

Frnity Frank 

J Brew? W«tS*li 
40.300 AJvtn Th«!»iW3si. Hebmm. 
36.010 Andy Keebie Br^-J?? 

Galactic Flarjue 

H5.900 GAiftt?- JW», Whum*toi* 

c£2 n 8 10 Ctutf Yftjvpoe, Amefcr 



Haunted Hedges 



Highway Encounter 



Hicchhik^r * Guide 
Huchiaack 

i sift JX 5t^r-*«: Cat* M^infuu. 

1.430.TO teyl WirA. 

Hunchback 2 

? Ar.iJ^sf : - V"; : itv 



Ii3 1 ^ais Da«td CffhMi, Writknti^"™ 



Battle Beyond th# Stan 

Andrew Pry, F#»hiU. 
IT.e^O Fletnrviing Fedtrwn. Lemwtg. 
1^400 Michael CU rk X«wton Grmnge. 

Battle of the PUnets 

4&6 Pan] Edwfijcti, Sl*Tftn*ff», 

B each-Head 

S £fl .500 M . Armilwrpe . 
EE4.3O0 Rifc. Caamar. 

Binhy 

BLagger 

72,209 (Level J 4} Sutn Mmley. Norm 
9&,€ 30 Alan Ar d -e , N* weuile 

Bom^jack 

*4H^QU Olivia D^naj* h Jjondon, 
396,030 Eo^er WlicOti. £H^iUn, 
36& r 50G Wkde, Soenart^n. 

Bon] der dash 

J f 51 M fcfctfcMl Varnev. Banle. 

1 A-3K |spv» Caidea, A^jcLmt 
Bounder 

130 ;'25Geiry HugJ.*n, Cj*AJ<ri^h. 



DT-3 Decathlon 

1 55,810 IP Gflrmw , Kdmonion 

3 00,680 Gramme Tsylor, Eui Kilfind*. 

34&.76C Tin. GtiauL;y P Prc«?tityn. 
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Jet Boot Jack 

3B0..3DD David rmlayaon, J>iFi*le* 
LSL^SQ A3nn WstflOPi In venues! . 

juggernaut 

tSjKO Uric Itonry, Dreghedi. 
9JSQQ Krchaii Sp**r*x t>anacjrhjwlf*- 

Killer Gorilla 

aeO.BOO Andrew Powell. B^riMlm. 
375,000 Adrian MeGiYorn, Dorctttiiliji, 
S4B K M0 Cfrn*»p!i4r Devlin, £[ IToKitu 

Kong Striken lack 

64fi T €O0 Lawrence SsmUi. FivwpOH. 
646, 300 Mark ftrnyitiAW, Leeds. 
BM.6D0 Claire Johrtaftn, Sutton ColdJitW. 



Numlicr One 

1 .ST.? Giiiwu J'.iylui , Ena[ Kjlfaude. 
1,222 J I" Scon. Ijon^ndgfl. 
1 ,^r>fl "Hirhiird Grnasott, JSlltt, 

Obsidian 

i 3,™ fhrigh Wii J, Dublin* 



IXnngFu 

] l,0fl2janaon R-igon, Crniveaend. 
1 800 lain .MclLmrwik C! nigovr. 



Lag,erwarp 

flnU™ Denia Coftdien. Filfty. 
207.000 MLi-Jhaitl Wilkes. Bioiubridgu. 

Locomotion 

^.543Ch™wpft*r Bug, tendon. 
8.401 WAkr DTuiy, Swiftbon. 
2 J&fl Mi nhipl Dwrue, DflJuari 

Macro cosmlca 

349 Mi Tatbol, A^dir*** 1 . 

Manic Miner 

2SO, 1 1 a WflTfT.rH Ijearoyd. U i vrdiry . 
07 H 733JackC4ifid^ifL. Dubbfcn 
94,909 Majlin Lijuo, SoLLhulL 

Minder 

£3S,MSMift Wagner, ftuner. 
£34,344 Cwr^ S^iv**, Uta^Nst^ 
£22,0% Mult Tqki. Canvey Wand. 

Monty on the Run 

4,360 Merita Holland, Scholei 

Moon Buggy 

I3£JW LawiVH^r Siiiiili, NiL-wpcti 
127, 310 FiErfccfc. Crtnt, MoQf rtiOfcf . 

Moon Crcela 

72,43ft SIuiuil RcHirno, Oldham. 

Rogfrf Wikfiti, llaekbtfTll, 
2S.170 David Huff. Coven! Garden.. 

Mr Freeze 

16,170 Siiunri Hnichhiugn, Readini;. 

E&\P4Q Poler WMght, $tonrpdri. 

_ ".-!.4--V U |,iii LUhTlLOmBOTi I n : nTl rov UnBEard 

Mutant Monty 

44,100 MaraU FttiUnip POMvn- 
45.050 PhU W.und, Brentwood. 

Nigh tihB.de 

] ,333,000 Julian Uunn, Nawporl 
846.000 tad Mountfe-rd, Blackpool 
797,000 ChrLiinphrr Hc*iie. DtiM- 



I Nomad 

1 12.7WJ Adrian SiM, Skolloif 

^ry-nn >m*B, CleVtdar,. 
I 2,9flS Ji :f-- my Clalw&Tfchy, 
(flridgo 



JULY CHALLENGE 

Score challenged: 15,860 on 
Thing on a Spring by Andrew 
Bar rait. 

Challenger and reason; Steven 
Dmsdalc. He used the cheat 
mode. [ was Ctieie. He's ray 
mate. Well was. 



One Man and his Droid 

LS.SS4 Simon Bool, WLlhaltt. 
lE.SSO No»lMeVea, l3an^or h 
.£,430 Siunrl Montgomery, [ftnttfttt 



I 



On the Run 

74 , L 10 D ante! fiin^rt iTTi^rt tauihimpcoii . 
74 , fm Piitrek McCorry. &*ttw 
GO.QQO ftiinjH SuiyK Quvch'H Pnrk. 

Pinhall Wizard 

42,715 CtAlg Kt^nt., Thornton Hea-U'.. 
01 .71 3 R09#r WiLwm, BUckhu m 
Ping Pong 

1 0,740 Get Kin CtAft, flrtlisir. 
9,700 3^ yen Waldos, CIWS]EftflMni 
6 J0D Bs&v&n Paiknirion , Korbu ry . 

Punchy 

&&3,0C« KLctuol Bradley , BUnury 
735,&90 AUn Jatkjan , WaV^^rhampion.. 

Raid 

3, 1 1 SjOdO WiilLarn Jf.ttlriftd , Craniliiigfcon. 
I :M>2ASQ Pol or Brady , Fonl^rdnt 



Kambo 

BO€.4£0 PluJjp SCMSiImSgn, Snr.El??TJanid. 
tyj.ijyC (Jt^cn.y- T^yLoi. Eaw Kiibridor. 
l^Qr.nie Agiitw. DuvvuvL, 



Rock T n Wrestle 

300,300 JjuMfrn Ftng^P ■ C«^e*™i. 
H2.900 Al«x Cn»t L BtUHL 
50,A00 G*rrf Hi*ghti, Cruiltbgh, 

Rack Raid 

Stiaiqit RulJ, A I Km 

Saboteur 

■10 rx>n fiiraii. Woiring. 

000 Andiaw Barrrtll. -finmlharps-, 
39.000 Slwnjn Piiudale, SciabiIm*]*o. 

SaBre WulT 

7EP.4&5 PaulStagg. Gr«nthun. 
I ^0£, I &0 D MAyrurd , Fs>xfrH Sow 
53 3 ^ 50 Craig Thomson. Eytntguth . 



Shogan 

flfi Trevor GilhaAi. ^ocnttiEm 

Sir Lancelot 

32,340 (Lerefc S4B)SLmoTi rnvnee, Fiity. 

MrtPUtJfl. Bimufl^-im. 
Ifi.400 (Level 28) Slvyun 34U#»d. 
Warahutt, 

Skyfox 

222.^300 A Porifli. ^wiMitHirDugh, 

X 1 3^00 CD ELIifl, Mdlbf nk, 

4 L . 700 Chili t nadrf,4sl, CL-dKtEu:J'iU9 



Sorcery 



Sorcery Plus 

B0**,UJ7 WK Rob*: l*. Fclten. 
1P4 J 4S& Joajuie iiturten. Dipui^km. 
138,617 Oirfcglop*f Hgjri!, DnriAam 



Space Hawks 

7MSJ}Domime Heff*rly p Cflrjc. 
77,330 Mailt Wagnor, Pinnor . 
77,0a0iDavMl*lC*T, Ctr&iices?er. 

Spannerman 

J 00,900 Darid FuUtyi&P. Di^ndn- 
Sfl.fl0O |uktn d!flr r F4>atGhe«n. 
64, SMC* Andrew Broofca. Wtrnnqnn 

Spindizzy 

IBB jawelfl Julian l^ge, S^hrewabury 
190 iswelfl Lawrcncti SrrvLHi. Newpotl, 
Utf jtj wnLn Lnji Hppknuoti, Wool , 

Splat 

2S.33S David Cobit*. Wy+hcrtiTwi*rtj 
IS.SIORvy WilfbLfili, Londsn. 

Slar Avenger 

SO.OSONLck Altm, Hilmn 
l7 4 X»KvnnFr«^9uw. File. 
1 6,610 Chjulopht; Kehj. tgiwlon 

Starion 

3a,30S5halqitt K wX Allr>n 

33,416 Robert BOI Clay. 0«borou^H. 

3D % taralTike 

f'Ojte pdju through stages al *ny fowl? 
I aOO hn Cuvfri . Ifty . 

0OC,L4jO Ch c La i-ut-a *j,y Chippenhairi 
I 7&a,4l»GerrT Hiigh**. CrvOw^lii 

Strangeloop 

S7.667 juli,ift C^ior a Eaai SJ.een, 
27.662 Paul Staffs •"Mnih«im 



{Super Pipeline 2 

|2Q0,94Ci Savld Parkuisoai Hl>s t?U I y. 
|H4,0aG HLk, CnmnOf. 



Sup era Le nth 

Brtafl H*avey Irvrrt* 
20,300 DooaJd Shailtcy, SLTonUlorp^. 

Survivor 

4^,200 RF Hammifigj. Swindon 
347,800 Patil Bdwfc^di, -.SEf!vrtftAqf*. 
302,ttCC Eddie Filkuu P Rnncvm 

Tankbuslers 

k-S.300 Inn Beffm, SiuLbLsry-09',-Thjimei. 
1,390 Kehin GlttH^ t*lford. 
fi&O Dj nuiL Bins. Stanley. 

Tan Ceti 

£2^2 <ar> redii fthy* Jonm, Qilen 
tatfnay. 

£0,BaS [Z»xoda) Paul GucbL Te^id. 
^U,3P3 £20 rodfl) RJdiaid Woods. 
MabKettvarp*. 

Thlnf on a Sprmg 

2133 Roanje Agncw, Dovecoi 
I4JBQ0 Duiftcfeait:, ScuitUtorpo. 

13J917 LawiGiraEmUfc, New^Oll- 

TLL 

BB„5eO (Let*>l ?{H> ft F Hey, E^njy Moteaay. 

vLct*L @Q)RS Darg]e h ^^Lirth 
!^ p l00^i4v«E l$>MajtuL Wlutmid, Spalding. 

TtubO Esprit 

] SU 30 Michael Pidduek, Breadvtun . 
] Diriwa Pack, D^riwiftart. 



Way of the Exploding Fist 

[ Score Alter beating 3 mel: Oil lOtii 
IfiSolftOO.r.* Seeker. Kor^heipt. 
M.SWjan-ton R*o*«, Gr ****** nd 
Qb.OUO-r.iJ Mupkinson. Wool 



Who Pares Wins Z 

36fl,9fi0 Brian Hgylnnd, Comfbrovyn- 
iS'f^.WO Amdy Sinmvanda, Aahford 
l53 r S$0D«ragh Wud. Duindruin. 

Wizard * Lair 

l^a.nffl $»phen rld,yvjwii, Wo*Lbourr.e 
Part. 

AdaclaB Lsdjjh, ^ortpgrt. 
132.000 P.i :il i<owu, NorthTfirh 

Wriggler (BlaJsy) 

6,9e& D«v^ Cohijie , WyihttmhiiPB, 
B.B7S Confon 5&etl. s^ir^ndge 
A,4DD Chria Enraway, Cnlppanham. 

YieArKuiiffru 

(Sc«r« ibf i^rAMfjjijr ftrrt d opponents) 
45$ r $60 P«ul }olley i r HmdJey Creon. 
4S4.3£OI«n M*ck*y, ArrnUiOip*- 
4B4.^J> Andrew Cavmdvr, MerbQieoig^. 

Zoiro 

99^,990 h B u«iJ ThonrpflOTi. Co, Down 
S] 0,230 Colin Winter, Grantham. 
44.300 McMlKseu Mtnehoitor. 




•Sestet 

^ftof, Por * '-'n One 
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Dexter! 



Ranjit Singh from London 
NWG has cracked the PSS/Ere 
c Lb sate and seen thi- end 
game sequence . From what 
he fells us Wa well worth 
seeing. In addition he** 
supplied u with tips on 
playing ths fun*. Ttutmk* 
also la everyone else who sent 
tips. Take it away Rwjit* 



1 i 



You can bounce on the 
beds (Alls looks goodl) and 
dorVl forget when jumping Or 
falling you can control your 
direction, This ififcans you can 
cHoose a landing point. Don't 
bowed on them too much 
though as they will eyentually 
braak making diem unusable 
and losing you 10% energy - 



if you drop a bottle of wine 
in front of the punk he will keep 
walking at it. This happens with 
the nurse if you drop the 
flower? in from of her and with 
some blue monsters if you drop 
the magnet. Blue monsters can 
Also he frosCT for a period by 
dropping the red saucers. Don't 
waste them because they are 
especially useful in the scientists 
rooms. 

To kill the monsters you 
must d*op a specific object in 
front of them. The orange sail 
cellar thing kills ducks md 
"space invaders' 1 . The bottle of 
acid (while with red skull and 
crossbones on it) kills clock- 
work ghosts whose heads bob 
up and down and barrel robots. 
Small green button* kill dogs, 
clockwork gho$ts* pyramid 
robots and the garden rollers. 

Coloured doors are opened 
using the corresponding secur- 
ity p9M while grey doors are 
activated by stepping on floor 
pads. To find out if a floor pad 
are safe recall Scooter onto it, if 
he boancea on his head it isn't 
safe. 

When looking for objects 
and doors make sure you move 
everything because doors may 
be hidden behind furniture and 
objects slashed under beds or 
benches. If you're having tro- 
uble getting the code* then try 
dropping & syringe in front of a 
scientist, it has a very interest- 

The final room where 
things usually drop on your 
head is a tough one but '-^h Hu: 
code and some directional 
thought you'll work it out. 



Poke methods 



Tina i% tJl-e sf.rnon whero we 
explain how \q input Ste piajiiiity 
or the pokes u^ing two types ot 

Method 1 ■ TypH m she listing. 
Sew; n d The game ttpe . Ty pe RUN 
FoHuwe'i by piling eniei l : oi 
■o w on scr eert prompts to j ovti :b y 
i^jflTn-p. 

Method 2 The taps 

.-Jieacter /loader /tie [ft fl-.ira^n, corn- 
pns:ng usually ot ono or two diia 
blocks has lobe skipped Rewind 

.Ofte .garr=ft 'ap& Type in CAT iv - 
lowed by eniei arid play the-japa. 
W&idi she scr«e£r. artfi a message 
will come up 



Found FILENAME block i 

OK 

where FILENAME. will be te- 
plac^d by i he nafiiif the Joking ' 
seel i on The next message t&i 
appears wtfl be in*? mam 
ptogrttin .ippoaring in ,iSfe s&mt 
$ty:e, 

Found MAlNHLLblacfc'J OK 
wher<3 :he MAINTILE will be di£ 
ferant for each game Nb*e :he 
pojnton she tape counter a; whion 
tlu&aecond file appears. Step the 
tape and rewind :o frttf before 
ih&t poir.t. Type in the program 
•and RUN it, Then precs p3ay on 




Bob Wade checks out your tips, pokes and gam a- busting 
ploys. The best ones win a tenner - so why not send 
YOUR latest gem to: Cheat Mode, Amstrad Action* 
Somerion, Somerset TA11 5AH 



T0MB5T0WN£ 

Any one having trouble with 
the Artisoft arcade adventure 
will appreciate these tips 
from Simon G' Council and 
Emmet Ma^ter^on from 
Sid cup, 

1. To mend the siairs get the 
piece of stairway from the 
library. 

2, To gel past the rats. Get the 
stool from the lounge and drop 
it under the kitchen tsaJjle. Jump 
on Eable and get cheese, Take 

Ram bo 

We've got bath tips and a 
poke for Ocean's muscle 
bound psychopath. The poke 
is from Phil "Tfou can 1 * keep a 
good pokes ter down' 1 Howard 
from Mapperlcy while the 
tips vrere the pick of the 
bunch we re ce veiled and 
come from Christian Valeri 
from Ram«gate, tlie poke i* 
entered using MetHor} I- 

1. Go to temple using knives, 
get machine gun and then 
switch :q aiiows, 

2. Co straight up until you get to 
the camp. Go right and then up 
agam until you got to the fits* 
gate on the right hand fence- 
Blast through :1 using exploding 
arrows. 

3. Make your way over to the 
left side of nhe camp blasting 
anything that gets in the way, 
Switch to knives and get POW 

4 Swilr.li j^ck to exploding Ht- 
rgws and bksi yot*r way north 
through the tree*- When you 
reach the clear araa $wMp it 
until you and the helicopter and 
get in. 

5. Head sack down to the camp 
and slightly to the righi to y 

tho landing pad . 

6, Land and go south -wtiat lo the 
"corrugited 1 hut tMt can't be 
bsown up Switch to Jer-iveis and 

retea&e ihf? priaorier*. Go back 
a second tunc to release more 



the now baited rat trap to 
"Beware the rats" 

3. The key m the bedroom al- 
lows you to exit the castle, 

4. The cross m ?he sludy kills the 
witch in Rising concern", al- 
lowing you so gel the balloon. 
3. Take the balloon to the bath- 
room where you will float up to 
get the gxey key. 



prisoners, 

7. Return lo chopper* colliding 
the white grenade box on the 
way and fly north. 

8. 7 ou"ll fly over another camp - 
ignore trui and wait ior your 
bast* which* ppears after youVe 

flown over a large expanse of 
water. While doing thii you're 
pursued by the gun&hip. Don't 
worry about destroying this just 
concentrate on avoiding it. 



If DATA 2l T 9c t Sa J 3ri 1 «B > 23 i 34 

21 DATA 21 I aMe f 3M8 r ^.*5? 
,3f ,21,211,22 

Si WIA 36 P F8,21 .,48.11, 13, « 
,18,81^2,11 

40 DATA ec t bi, 21 ! 41,19^5, 2i 

51 MTfl f 2, 21 ,05,21, 87 ,63^5 
j21,hti t i2^ 

bl BfiTfi f i.2;,e*,lii f U t d?,hl 

7B PfEHQRV tim 

d% FOR x =4^588 70 l?53F 
n BIAS *l 

188 mi *JtLt*VHt\ 

128 im - 

nt cau i:m 

I IB LOftD"-*, 1284ft 
151 CALL H513 



Wreckless Roger 

This poke arrived anonymously 
on my desk and gives infinite 
energy on the Blaby shotrt-em- 
up. Entered using Method 2 to 
miss the tirat block. 

a hose t'.mm 5999 



?B FDR i=e TO 1 5: REAB a: INK 

Zi Ml* 0,2,14,21,4,8,17,3,6 

,15,9,19,24, EB, 13,26 

41 LOAD* < ',6100 

50 POKE 820],0:PD«E 8ZQ2,B 

60 CALL 6m 
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Devil s 

key in a pad!**** 



j| |f inn 




A nifty one liner from Justin 
Cole of Colchester to give in- 
finite time. Entered using 
Method L 

10 HEWRY 4999 :f1DDE ULMV* 
a B s POKE fc24C2.*tCALL 5880 



N.O.M.A.D 

Is there no limit to Pail 
Howard's poking? TMm time 
you've g*t infinite lives on the 
colourful Ctacan game, En* 
tared u sing Me Lhod L 

II 1ft Tft 2l 1 34,2Z t 3i p lf T c3 l d(r 
,33,21,41,22 

M SflTA 36,25,23, 36,9b, 21 ,« 

38 MTfl 1^16,12^,151,21,41 

40 BATA ^,65^21,16,12,85,21 

f l7 t h8 T e5,21 

51 BflTft bb f 12,65^1! 21, 

61 SATA c? 

7i mm ma 

M FDR KsfcBEIf tfl ISE37 
W H£W at 

lit POKE «,VflL( B t s +j|J 
iifl SEIT 
12fl LOAJ" : 

i3i call urn 

14g L0Al' r \*2>tt 

158 call am 




Thing on a Spring 

Emmet Masters on and Simon 
O'ConnsH from Sidcup have 
■iint In tips on the Gremlin 
cnteay including en* thai 
wv've had from umpteen 
other iOurcei. This Im that if 
you held down the key? 
THING on the tille screen the 
border will change colour an d 
you'll nave infinite oil. The 
guys also have some other 
suggestions though. 

Make sure you complete 
each screen in order, starting 
from the firs l floor arid working 
dourn. On each Door work left to 
right and then back again. This 
is essential because Sdme at the 
presents; allow you to go up 
escalators, fly off liampolmes 
and wizz Ground the screen m a 
small space capsule, 

On the third floor, first 
room, if you cannot find the exsl 
Li is s-Lturttori under ihe zoJi- 
psible door nexl to the two tele- 
visions. On the final screen 
make your way towards the off 
switch. When you collect il it 
will set off two r^ys and the evil 
goblin will get trapped and die. 

Another one from Simon Good- 
win of Middlesbrough that gives 
you infinite strength. Entered 
using Method 2 to skip the first 
block of the program, 

IB MODE 0 

26 OPENOUrtT 

:IfCnORY CTFFiCl 
OSEOUT 
Zi LOAD 1 !' 
48 F-OKE 5558, i 
50 CALL mi 



Sabre* Wu If 



Frustrated disc owners will 
appreciate this poke itorti 
Peter Feather* stone of Leeds 
that givef you infinite lives 
end stops creatures 

materializing in the They Sold 
a Million disc version of the 
game. Just type In Che 
program, put the disc in the 
drive and RUN the program 

(don 1 ! worry about the screen 

corruption.) 

IB HOSE 2 
21 HErlCRV 4S63 

40 L0flP"SABFRB,SBF\4S152 
58 mi 36672,1 
60 POKE 58173,1 
70 CALL 49152 




Who Dares Wins II 



Andy Sunmonds and his Dobfcr- 
manrut from Ashford have an 
interesting method for beating 
the all action game from Al- 
Ugsta. Here ii us in bis own 
words. 

AO you have to do is run 
lite heck, zig-zagging like bHuo 
(SAS term for evading the Sale) 
to the blockhouse. Run right in- 
side, iuxn round ami start firing. 
You can WU all the enemy by 



shooting them in the beck, legs 
and other parts of their 
anatomy. 



Frankie goes to 
Hollywood 

Tips on the Ocean pop arcade 
adventure have been received 
from David Smithers from 
Harrow and Martin Ash from 
Basingstoke, We've combined 
the two to give you seme help 
with the individual noma and 
secrticms in the? game. 

1. The ZTT room, Wear the flak 
jacket and you'll be unharmed 
by the bullets. The puzzle has to 
be worked out logically with 
each button having its own 
effect. Work out which ones put 
a puzzle piece in and which 
ones put a piece in but also 
remove others. 

2. The Terminal room. You'll 
need a secunry piss ar,d an 
undamaged floppy disc to acti- 
vate one of the ogmputexs- 

3. Sea of Moles. Go through each 
hole m order from right to left, 

4. Cybernetic Breakout, Eating a 
pleasure pill here will halve 
your pain or double your plea* 
sure and if you stand still the 
object will pass through you. 



5. War Room. A wedding ring 
protects you here. 

6. Said over Meraeyside. Po- 
sition the gun at about halfway 
down the display and just keep 
firing. 

7. Talking Heads. Keep the 
Soviet flag just beneath yours 
when possible. Alternatively 
head for ihe lop of the game and 
keep firing until the enemy 
bullets reach you. Then move 
down until the other flag moves 
down and then head back to the 
lop. 

8. Shooting Gallery. Shoot the 
targets as quickly as possible 
and remember to let the target 
reload by sinking to the bottom 
of the screen. Heads just above 
the reloading area can be shot 
twice if you wait until (hey have 
almost fully appealed before 
shooting il the first dme. 
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INCORPORATING AMSCLUB 
THE COM PLEAT CP/M UTILITY SUITE 

4 rampr^cniit *M at 21 jliUfja 1w fll Sid PC A KtfnpUfcTE. "lOWr? 4 RJ To! Ed lor K' 

tacfea Hh U*rj^*< irndbfib «s.g nwnt, Hdo, pqL«r.c u--i&q>e?» l prnt Ptsrfcr E<^:M; UWtH ZTK" 1 
Assembler, Rciimc Aitcrrd"' Ur+Cf * U^lfljy- Kt f ft4Bf* ?4trWf. F'4 Fd fcx, tori para; filing 

9**'^, Sector B\Tm\9Kr, t>p*»iwihP- hmtilqto; pJL* BT-.pra™cl nrsicraof PIP. DOT, LOAD, SUBMIT, DIP. 
Dbt/P^YP^ WlprD^»rshJ^drajrKjrlnJ. 

PCW A I3*C DSMfrtlbtt - DraC CIO « fintj ri 1 I DvaraaMr rs a* | A2 vonlnfjo laarnb«ri] 

LIGHT ENTERTAINMENT FOR PCW OWNERS 

CP* $AM££ CCMPENCJUM .nCufic 1* Ij-idl* Cave W^Sufe. Cf*SS, OriC-lh, HrJ|. K«rr r thm -jnUaraf, 

Wn-d Sejch Pjiie Ma^Cflle^Ay Ce^rtBfef.UBlP De Sly*r* !Ur™r Hrtart 

PCff A CPC C*m**Bbta - feat Ca.SS [UF1 C* !S [Cwritl] Et.Si ( Advanhfiqa Ntmt*fi'i 

"C ,r PACKAGE FOR ONLY CI 2.95 

For CPC61S* or PCA l,'*i*'5 ^ib-*-i»-$ It- rdl-i *t^il t* "0" L.^uag* and cupcrenrcd projrarmm. "P^vrfjl 
Csmp*** Tl* 5T«n c^nn b*l--f *?HK *r on fconren da Cl men Lid On 'rtfcrr-Dd CjoT-EiM ■'TTifi CC^Iclfi- 
EQiTR flodr; Mr (hp corn^fc^ 1 Jtflfcir^. J Ga-ics 1 Jeci £if>pa I 
&SC E ^J.^L (UK i El 3 H (Ovirnaa? El 3. ft .Ad-ran Sirj» ***ml*r^ 

CP/M APPLICATIONS PROGRAMS FOR £10.95 

Kvlvjiwi v f ullha-31*-' ^ yf^jfn'r t ft "id Ul'<b?t indud -p; Irttantoy Uana^cr-lD.^SabJrH-; Ful Cjhh Ttd Edi'.^, 
WotdMtJrtJ, Sptfiro Cheortf ^'f ddwiflfp- "rf*ch can tally adrtodL AJphabctwl Thayr/ir- iJtr.ry U tiit>- bi 
Lcg^-iiing *id ^atalogung hls-L, pc-lnj T^rsaala &n &%c, Jiving iess 5p3-:c <;i-K+j£ir£ h>ji j^r^an-isi; PBiS-*^'d; 
Fit? Sdrarrfc tr; J-^poclcr iDr-^rjunp ^rf< whlC pihh itf. FM- Aid UWCJrfMf Lftping u 4p% -3i|.c 

spare, N-fc? On» listi |A* run mrfc'retf »y. *l cm^'ai"* \*y atoatMtfajd' wirt*c. 
P5ff 1 PPC CCW* TIB LE- P' PC C kO^Fi CUK? E 1 1 -35 |OV FR£f ABj EA.«5 [ADVAhTASF MENE-EHS?) 

NATIONAL & INTERNATIONAL USER GROUP 

Irt3u£$t rrcntfiy NoUct* r yLB-f-tufjpor rJ~4 cpowbji?* b shaip pi^jrn and ".V ji i'Ui- a^vii p 1 

■c-fWHrii alspetfap s^cta. Fk is F4 55 per year I L*.j or i 1 1 % cOKicau 

Advantage (Dept A A3} 33 MALYNS CLOSE CHINNOR 
OXFORDSHIRE OX9 4EW 

CP'M packages contsFn some PubFle Domain Ssltware which Is suppled Ite+h q( 

charge. 

SOFTWAHL MAINTENANCE: P'urchaam&f tnr1i6rvflrslori*Cftn Lipgratfet by 
rtturnlng original plus £1-95 



ALLEMSCSNOW AVAILABLE IN 5.25 INCH FORMAT- DEDUCT CI FROM 
ABOVE P RICES V/H E N DROf. RIM CI T H IS SI7E 



MEGASAVE FANTASTIC SAVINGS 



MAILORDER ONLY 



Frflnrkkf KaUvwood 7. SO 

Shadowfire 7.50 

Eltte.,„ WM „p— ,.„■- 11 2$ 

Vie Ar Kung Fu L?l__ ft.7S 

WTw Dares Win* It 01 -...6.75 
Swwvo'b World 0a sJ ...-5.7S 
Highway Lncour^t*rt32je B 75 

TflU CflUDI 6 75 

Splndiiry Dl 

T,LL D2 r „ T 

Marspart D? . ... 7 5D 

Grand Prklt 6.7S 

EirplEHJirig Rsl DS „.7.50 

Ramb^,,,,^,.,.,.,.^,. ^_.B.7 5 

Hypereportt .6.75 

Rolfer Goa«ker 6.75 

Get Dexter D1 - MM 

Way of Ihfl Tlgw Dl mr „„7^n 

3a bolaur — _JiT5 

Sold MSIIIori 1 1 D1 

Rock 'N' Wre-atfc ^7.50 

Ty*tw E*pfiU„ _..__.6.75 

Red Hawk , . B.75 

Zoidl Ptp,ipnr.n 6.75 

Sam Fox D2 6.76 

AMftn Highway ^ — - 

Ping Pong D3..... ,.,..6.?£ 

Tink Cemmflfi*? f.. ..7.S& 

Monty on the J.7& 

Bomb Jirti Dl MwnwH ^7i 

Cornmindje Dl L „ B ._7.S& 

Gho-Js & Got* ns 02 F.7S 

BaUnan Dl tfHWIWMMW H^^ 

FAidignl D3 -...7.SD 

Torruruwfi Dl.,., ......7.^0 

Sp(lflrc 40 Dl._,.^-..™^7,&0 
Bow>ogf.^H»«»...^»*JL7£ 

Gt«n Botes 6.75 

Moon Crasti G.2S 

OuciE PrOt*H™- m — 7-S& 
Mail Otflee- 12,50 
Monopoly dl — — - ,-7.&5 



Biggies Dl „.7.S0 

Upa^y oriM*plclc,.„. n>m 7, W 

Doomsdeiy BIlkm ^™.7,S0 

R*6»l PUort j h 7.50 

Ffiriay l3tb €.75 

FA C^p_,.,™™™...6-25 

Mo^ie Dl.._ __6.7S 

Winter G*m*t — 7.&0 

Say Foif 

Cyotain .„ ,7,50 

Ls^di of midnight D2,..^7,S0 

Spy v Spy Dl- 7,50 

3i:ry McGui^ii Dl 7,S0 

Laser Basic. _13.00 

flallle of Planels,.. ...,.7.50 

JWwh Par«d>«* 7^0 

Kringht Ganwt. 7.S0 

Slnfcff Forct Haf riaf^„7s5fl 

Gun FflqriV J .. I 1 ,. IJ 7 5 Q 

CdIomus aiesa 4, 

Inter, flugby. ..... S.M 

rfoboH. 13.00 

Lord of ^ir gflr. 

Buportrewf^ 7.S0 

riflhlef Pilol r>? — < 

N^htrtwdt 

Bouthflm D#JJa^ s .,__.._..B.7& 

Sorcery U ..6.7S 

ImpOsBiUe WisSiDn^..„_7.&fl 

Pry re Lee Dl _7 50 

Scrtbbl* 7,50 

SoldW.rWonDl „.-7.B0 

Bpscrng D2..„™..^„.„7.M 
CriiM Maa*. .^™ H «*e.7S 

Dewrt Rot* D1«„„ 7-&0 

SUr QMtkt 0l. HHM . Hlt . w 7.»Q 

The#lre £uroe* uu T.W 

r*cfc ^BldD-a Gotf .7.60 

Worm In Ppm^».,... 7.B0 

2112 AO OS— 7S 

D.T SupenesE D2....._.._6.75 



ACCESS 



FiHhARtG 01 7.50 

Ten Corriptfer Hits II 7 .50 

FmfViKj*.,. „„,™„„„7 .50 

World BA*k*tball„— -6,7S 

Combat Lyn*.^^-« 6.75 

V 6,75 

a;aa<F ^unrw £ r 75 

Wrvild Cup Carnival: D 1.7.50 
Pn« o( M^glkr^^^^HJpSO 

Tim* TfM„^„ ^„T r SQ 

Fqulnoi 7.50 

SUenl Service Dl_*»J40 
PaoerBoy D1„„_-^-i.75 

Grph. Adv. Crcalor. .1&J0 

Slaf Su*t* II ^-S.iS 

Cauldron H . .6.75 

Core.^. M ..7r50 

MelcdowniDI.. .-,6.75 

ConlamliTWllon. nrn „7M 

P«*H WwrftUir 4750 

Qata Geni._ 34 .SO 

HrLchhker'a GuiOe -.72.00 

3D aoclr Chess.._ ...1 5 00 

BMg* P^yf 1 5 .00 

C Compiler 43 50 

Pascal 43,50 

Card Box._ .69.50 

Tooch N' Go„. . 20.00 

Or Cfapn™..— ««-^j43 J50 
Or Draw . .43,50 

SAGE 

Pc-pJar ArrcOur>Ea_. f ....B9.* 5 

Popular ^Ayrcrfl.^ _ SB .00 

Popular Plua .127 SO 

Popular Combo 127.50 

5upc t Combo 1 60 50 

Control ft anwicimg — 
Oatabaso^ . ™.. £0 ,00 



Postage included UK Pfeas e si* r * vthich xn«ra. r*.* r s^rVT5<*. 

o! D ^ ILiblC Sftndch©quo/P.O.Io: 
Q 2 ; 01 M MEGASAVE DEPT AM 

D3. no bs 43 H SUTH ERLAND ST VICTORIA SW1 



Cl por tap* 



©OPT? 0Q3©0 ©DOIT DISCOUNT SOFTWARE 

3 STATION CRESCENT. WESTCOMBE PARK, BLACKHEATH 
SE37ER. 

Acom> ordan anqutf im 

t*l:01K»-0E±1. 

ALL PRICES INCLUDE FRC£ FAST DELIVERY IN THE U K ONLV PLEASE ADO 
7DP PER TAPE ON EUROPEAN ORDERS AND 1 00 PER TAPE ELS E WH E R E 
N«w tillH irriving «v»rv d#v. plMM ring far d*tatla. 
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from a selective maiishot 
to a gardener s year 

microfile 

stores & retrieves information 
to your requirements 

• Client records • Club Membership 

• Music library • Stamp Catatogue 
• Fixture lists • Supplier Index 

£1 9.95 including VAT & Carriage (f 24.95 on Disk} 

CORNfX SOFTWARE LTD. 

1 6 K rwatwerrh Slr**1 Reyi-I&n . H*Mt S S i 5 A* . Trt. frory Hen {07«]> 



Supa Soft Discount Software 
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Gyroscope 

This listing from Tony Hoyle of 
Marple gives invingibUiry but 
doesn't Stop the time limit runn- 
ing out. Also be careful to eiit 
screens at "legal rl points, other- 
wise it will crash. Enter the list- 
ing using IMethod 1. 

IB *=i70B 

28 READ nmm 90: IF a()-i 
THEN POKE x T aiK=sc+ii6QTD 20 
30 DATA UE,k9,&32,&08,fc53, 
-10,-28,-30,^9,-1 

48 *=teeta 

53 READ d:lf aO-1 THEN POKE 

ai data hi iim,m } kcz y uz, 

&77 p &bc,ieb,«cd,ai83 1 &bc 1 &22, 

fc32,fr37 1 &titf,&M ( fcel,fcc9 
78 DATA -! 
30 CALL Mm 

98 IF a=-18 THEM a=PEEK(tBD3 
7> {RETURN 

100 IF a=-28 THEM a-FEEKt&ED 
38): RETURN 

111 IF a=-30 THEN a=FEEK<&EI 



39) : RETURN 
121 RETURN 




A great poke from Simon Good 
win of Middlesbrough that pre- 
vents the car from crashing. Use 
Method 2 to get past the first 
block of the program. Notes that 
driving into some area? will 
corrupt the screen but if you 
know where you're going you 
can get beck to the display pro- 
per without crashing the game 
completely. 



19 MODE e 

26 OPENOtlTMu* 1 tftEHOKV 1799: 



40 LQAD"b\49i52 
58 L0A3"!c\ 12888 
68 LOAD Vd\ 1800 
78 FOR «=B TO 15; INK nJtNEl 
Tb 

6i LOAD* le*, 49152 

90 POKE 1905, 8: POKE 1909, 0:P 

OKE 19I8,8:P0K£ l9n,0:PQKE 

1912,0 

180 CALL 1880 





Another Phil Howard poke 
that gives infinite energy to 
the frustrated store detective. 
It's entered using Method 1, 

18 DATA 21 1 2b l B* 1 56 1 c9,c3,B0 
,86 

28 nEH0RY &788B 
30 LOAB" 
40 POKE .7453,3 
I 50 FOR **t300 TO 4307 
% 60 mi it 
% 78 POKE ^VALl'L'+at) 
' 38 NEXT 
90 CALL 67530 




FA Cup Football 

This great chest :j:om Paul Whir- 
Ingham -of, Gieasby allows' ya ei 
to replace Liverpool with a team 
c: your crioice and qiVQ them 
Liverpool's Fcriri: The numbers 

Ihe dala statement are the 
character codes of the capital 
letters £65 to 90) foi^d ir. ap- 
pendix TIT pages of tlte 464 
user manual. Ct: i rently the team 

the statement is ' Wimbledon 
{Pathetic - Ed). The new teem 
must be nine characters long so 
if your team ;a shorter then put 
in spaces {character number 
32). Load the poke using 
Method 2 to skip the fust nine 
blocks of the program. 

10 HENOR'r tlCW* 
20 FOR a:9484 TO 9412 
38 READ it i mi *,*;NFi' 
40 im S7, •3 1 7T,ac. i,o9 t 63 

,79,78 

50 CALL 3193JB 





PRIZE WINNERS 

The £10 winners This month 
were a lough choice hut here 
arc the victorious. Ran jit Singh 
from London NWS gets a tenner 
for his Get Dexter* tips, Simon 
Goodwin from Middlesbrough 
gcte £10 for his Last V8 and 
Chill&r pokes while the thiid 
prise is spin between Emmet 
Mastersoii and Simon O'Connell 
from Sidcup for their Thing on .1 
Spring and Tombstowiie tips. 
We don't have Emmet arid 
Simon's addressee though so if 
they would like to contact us in 
writing we'll be able to send 
them a fiver each. 



Problems Problems 

Gaff of the month last month whs 
on the Highway Einrounter 
poke. Line 140 should have 
read: 

140 LOAD 1 '! " i &2040 

For those of you who have been 
trying to enter the Covenant 
poke from issue 4 on our cover 
cassette Tve got some bad news 
- it doesn't work. It did work 
with the original version of the 
game but not with the one we 



gave away. If anyone has got a 
poke for our version we'd be 
delighted to see it 

We've had a number of in- 
quiries this month from people 
asking for help on specific 
games. Unfortunately we aren't 
able to make direct replies to 
these because of the time invol- 
ved. We print just about every- 
thing we can get our hands on in 
these pages you'll just have to 
keep your eyes peeled for 
someone giving help on your 
particular game. 
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HOW YOU OLD m KEFTO GOTHAM CITY 

LAHDTtif WORLD Of M 
CUPCD CBUSflPtR 




Ocean Software Limited, 
6 Central Street, Munchesctf ht2 5NS. 

Telephone; 06 J -a 32 6633 
Telex: 669977 Gcens G 
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Slack Pyramid 
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Go from 1 to 3 to 5 to & 
where you should flick the 
switch atld go up the lift. Gel off 
lift and Jul.] speed north bounc 
Lng off the I ^impolicies on 6 and 
5. When in 3 go imo 2 and nsa 
the iamp in 2 lo avoid the deact- 
ivating switches on the *?xif 
door. Go info 4 wheits the Door 
no longer disappears so thai 
you caji qc- tho j^wot 









S 0 c T W A 



In this arcade comedy a mild-mannered 
diver. Gormless Gordon is set upon by 
buxom bulging Myrtle, the Mermaid with a 
face that sank a thousand ships. 

Thrill to the music, quake at the terrors of 
the deep, boldly go where no man has 
gone before, and discover hidden wonders 
that will make your knees quake and have 
you reaching lor your scuba gear. 




FEATURES 
An extensive underwater landscape 
including a wrecked ocean liner, 
submarine caverns and a sunken city. 
Numerous puzzles to solve and objects to 
collect and use 

A "nutty" musical soundtrack which 
continually changes to accompany Myrtle 
through the varymg locations. 
Detailed fully animated cartoon style 
graphics in full colour. 



Mail order 

Electric Dreams Software 
23 Pond Street, Hampstead 
London NW3 2PN 

Available tor: 

Commodore 64 Cassette 
Commodore 64 Disk 
ZX Spectrum 48K 
Amstrad CPC Cassette 
Amstrad CPC Disk 



(£9,99) 
(£14.99) 
(£9,99) 
(£9 99) 
(£14.99) 



ELECTRIC DREAMS SOFTWARE, 31 CARLTON CRESCENT, SOUTHAMPTON, HAMPSHIRE S01 2EW. TEL: (0703) 229694 



Control 

I don't much car* for the key- 
board control and in the way of 
A joystick, one with suckers on 
the base is very useful. This tfl 
so that you can have a spare 
hand to operate the space bar. 
The joystick needs gentle 
manipulation rather than halv- 
ing around and if you can get 
through the waggly Jails just 
beneath the start you're well on 
the way. 

The fire button accelerates 
Gerald faster than normal, like a 
turbo cutting in, and comes into 
its own on steep slopes and 
jumps. Usually on a slope push 
ing up it will make you sit still 
but by pressing fire you can 
progress up it at a fair rate. The 
space bar acts as a halt on fric- 
tions! surfaces but will cost you 
a lot of time while you're using 
it and on very steep slopes 
even this won't stop you sliding 
down. 

The word Spindizzy 

Once up on the letter just go for 
all the switches and it ^honUi bu 
fairly straightforward. A warn- 
ing (hough one bit is really 
nasty so try lo avoid Gerald 
making like a lemrning. 

Reaching the 
crescent moon 

Having made it through the 
tower section you can get to the 
bit that connects to the column 
of eight screens. To get onto the 
column try to go round the 
raised border and when on the 
room adjacent to the column 
push forwaidi and a lift will lake 
you up, 

IT you have been (his far you 
will notice thai it spells out Haw- 
kwind. Once at the top go to the 
lift and get onto the raised plat- 
form. Co west and stop on the 
line where the back slop starts, 
Go full speed ease until you 
speed off the edge. Then you 
will bounce your way along 
alternate screens. If you find 
yourself nearing the east edge 
of any screen hold the joystick 
left and press fire r Much the 
same method works for exiting 
south from the moon. 



White pyramid 



slip 



Jumping tactics 

On ihis screen there is little 
room for run-ups and jumps. To 
do aU these jumps, steady your- 
self on the square before the 
ramp aad slowly drift to the 
back of the square. Full speed 



up the ramp with the fire button 
down to make the jump. Either 
hil the space bar or accelerate 
in the opposite direction to that 
in which you're going, depend- 
ing on whether you can afford 
the time loss. 



Iks 



m 



Switches end puzzles 

These are the key to the whole 
game and where the pushng 
comes in. In several places the 
problem is getting somewhere 
without the switch being deacti- 
vated by a cancelling switch. In 
some places a raised border 
path is helpful. 

The switches are obvious £s 
a means lo turn on several lifts 
but the other less apparent use 
is in revealing and building new 
ramps and routes. Usually if you 
do get stuck at * dead end it 

requires the use of a switch TO- 
build a ramp, A classic case is in 
the upper section where there 
Is a cross separate from the 
main map. For this you need a 
switch, which is fairly obvious 
because of the clue given. How 
you activate the switch is easy 
enough but how you get back to 
the right place without deact- 
ivating it is another matter - it is 
so obvious as to be infuriating. 

Raised section 
beyond Spindizzy 

To get onto it find a solid ova! 
switch in the blue pyramid and 
access via raised bit from black 
pyramid. 



NE jewel needs UM switches from north entrance. 
WW jewel needs [_] |^ switches from weit entrance 
SW jewel needs ZT2 ZM switches from south entrance. 
SE jewel needs ^ E switches from east entrance, 



Tower section 

Start at Bl go to Al then A2. 
Take lift up at A3 and get jewel 
at AL Go to B2 and flick switch. 
Go to A3 and get lift down. Get 
off at mid level and go to A4 
then B4 then B3. Go west oft the 
ledge at B3 to C3 then D3. 
Switch solid and right half solid 
ovals and return to Co. Go Hp Uft 
and go to D3 then D2. Climb 
ramp to C'l then go 
C3 h B3j4J5,A5 r A4 r B4 and onto 
the next section, 
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SOFTWARE 

FROM YOUR 

armchair; 



Let Amstrad Action's unique mail order service do the walking. 



By th« tim* you've reached this pent of th& magazine, 
thongs ore you'd love to got your hands on some of 
the soflwaw we've reviewed, And that's jti&t who* you 
can do. Our mail order service ctJIow* you *o order 
virtually ANY piece of software for the Am*trad 
micros reviewed jn the magazine, What** mqre yow 
can save yourself a good sum of money on shop 
pr ices AND qualify for great free gift*. 

Hey r it's a wonderful way fo buy your software! 



SUPER-GIFTS 



Here's the great range of bits and pieces you can get FREE with your 
order - most of them would normally cost £8-10! If your total order 
is over £15 you select any one you I ke. If t's over £30 you cart 
select any TWO. Just enter the numbers of the gifts you want, 
together with your second preferences, in the order form. 



1. KUNO FU/ NUMBER 1, 

Two great Ocean gan-es on one tape, 
Srven away with the Christmas Issue of 
Aa If you mi$«d 'em then, grt 'em 
HOW. CK 464/664/61 ES. 

I + THE COVENANT - OEM05 

This tape fetfUrtgt on the cover of our 
May issue, It contains a full version of 
the AA-raved PSS seise, together with 
demos of (our other PSS programs. 
Supplied v^ith instnjcEions for transferr- 
ing Ttie Covenant to disc. £PC 
464/664/6128 



6, HUNCHBACK 

Ocean/Amsoft [F#nslation of 
arcade classic. CK 464/664/61 S 8 



the 



7* LASER WARP 

Smooth, colourful,, cattle 
up. CPt 464/664/61 Ea 



shoot-effi- 



3. AMERICAN FOOTBALL 

An imcire-ssive: simulation 
Amsoft/Arsijs - CPC 464 o-nly. 



from 



4, CHLKKIE EGG 

Hugely addictive, Ngrvscorlng Platform 
game.CPC 464/664/6138. 



9, ELECTRO FREDDV 

Frantic, humourous 
464/604/61 2B r 



fun. 



S.OASSlC AWiNTURE 

The sreat adventure that staiteo it ril 

CK 464/664/61 2S 
9 r PVJ AMAHAMA 

the Hrst of Mitogen's ensilaging 
Wallyaames. CK 464/664/61 £3 

10, MASTER CHESS 

Worthy multi-level chess program, CPC 
464/664/61 SB 

11+SPACEHAWK5 

Version of the shoot-erf>up Galaxians, 
CPC 464. 

1 3, SPAN HERMAN 

Panic action a$ you try » stop the 
water-flow. CPC 464/664/61 SB. 



► FREE gifts 



► FAST delivery 



► FAT discounts 





VOUCHER 
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VOUCHER 
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VOUCHER 
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FREE! 

with any order over £5 

A C15 data cassette containing 
htgh-quaiity tape speciaify desig- 
ned for computer users, it comes 
in a library case with blank inlay 
card. 



FREE! 



with any order over £1 5 

your pick of any one of the games 
featured in the Super-gifts box. 
Most would normally cost £8-10! 



FREE! 

with any order over £30 

A blank 3" disk OR your pick or 
any TWO of the games featured in 
the Super-gifts box. 



HOW ORDERS ARE DEALT 
WITH 

Jim**™! Action K*i) Order Ik nan 
h*r« In Sem»rtott fry the vupcr- 
tfflcitnt SUE TA YLOft r th* vroman 
who get* mo» muLI in a day thM 
molt pecpl* gel *ach ytwrt 

you* order includes 
prcgrftjru which our nap pliers 
cannol get hold Of For tame r*- 
uan, Sud tttL&patehe* All jAekigee 
by Ural cUlA mail witluti two Or 
Ihroe working day* of rtc*tifing 
the 0*4«¥l. Tfe*r*fo*o h yon &*a 
norm ally *xp*ct to rtceiv* yowr 
parcel *bcul a. week to 10 days 
AfSer ordering. 

If l c s a e 3 d7? d 23* y end that 
cliucei ■» yov*T» ordere4 a Utw 
which kasn'i f*% b*»ii raleAspd or 
13. temporarily UnAVdiL&hlc . In 
which ca» & ph4M c*JI from yoo 
WONT vpeed tthtn** nfi* (Is. f*ci 
iho reTers* - plum* cmUt ax* tify 
timc-CMramlitg.) If a lira? d*Uy 
were likely we'd E#l yon know. 



PLEASE BEAR IN MIND 

L The f*ct that A program is rc- 
Tievred in in* matjwln* do** aot 
cfiiArinTee t4i • variability sine* 
lOIB* software 1* reviewed 
before It has actually fe*an 
r«lnu*d, 

Z. We U* ha^pt fo refund your 
order at any time op to ti* d#~ 
a patch of the good*. S wt bec*,ut* of 
the possibility of Copying ftoft- 
waro H IIO refund or exchange to an 
altemati** piac* of software can 
b* gi**n after lh#y nave bam de- 
spatched. Software which does not 
load may be retmud for a re- 
placement cs*i*tl* or di*c con- 
taining the iam« software either to 
ttft or dlftctly to the software 
house ^cucened. 

3w W* try to ha at accurate a* vt 
can with d*t*ils of price, compan- 
WJEtY and diah availability, bat 
cauot accept liability for any 
error* that cr**£ in.. 



OVERSEAS READERS WEICOME 



Jt*ad*re Ln the Republic of 
LRELANE can order any of thai* 

good* at tbe tune ratat at British 

readers p*o*ld*d I hat paymonl i* 
made in pound* SterlLng. 11 you 
wiith to oay in Irish pounds yon 
miavt add * IF y SO surcharge IN 
ADDITION to allowing for th* 
currcnl exchang* rat* * thnt'n 
what it coat* ni to nay In yoar 
chegnea or poital ordors. 

Readers eltowhere in 
EUROPE mrnit add £J per software 
item to the coil of thetT order. 
Payment mast h* In pounds 
Sterling, 




S^nifef^oi^spcsv^ers to: A A Mall Order, 1 S Plnewood Drive. S^merion. Somerset* T All 6JP 



MAIL ORDER FORM 



Kane. 



.Telephone no, [if poss).,. 



rH44IIM>MH hirkrrn ri l 



Address, 



.Past code. 



Machine owned: DCPC 464 GCPC 664 L-CPC51 23 IPCW 3256 JPCW 851 2 

Fni^r i Hp \a ogr ma you with l& H Ah* spfl£« bdaw. 5 & J P3!CF y«l imi*t Sfriw fc* luP r«Ui| prio*. i f9V wvrt moft 1h«l itttii^ 

fou »huu ii tftrt limn on s etosi pta* «l papfif . 



SOFTWARE TITLE 


SOFTV/ARE HOUSE 


DISG CASS PRICE 


1 








2 








3 








4 
















PRE- DISCOUNT TOTAL 





[3] Under £5 £&9.99 J enclose a 50p discount vouchor |_JCTO-ti.S5 Icnck^^aCl disroii^il^Jchef. 

|H £1 5-1 9 99. 1 endose a £ l clsoounC voucher and daiti fr$€ gilt number , (Second choica ) 

~ £20-20 99. 1 endo^^ a £2 disoojni voi^cihej anddaaH Inea gilt number , (Second choice .\ 

|~| £30-40.95. 1 endc^es Ca disoour,t vixcheranddajm a 3* disc' OR free gills' Nos. and . (3rd choice .1 

"~ Over £SD. ! tf^idosfl a £5 discotinl voucher and daim a 3" disc' OHIrco gifts* Mos, and , (3rd choice ,) 

'O&ietc asn2Gt*$&&ry 

TOTAL PAV ABLE FOR MAIL ORDER ( - PR E-D1SC0UNT TOTAL minus discount 

Add this ftrizl to |Im *nn?ynt p*yiU* hi sny sp«c»sl eMaf a w^k *d en itvttt* si4«. 




o 




Save £5! 

ARNOR WORD-PROCESSING 

Fantastic discounts on Prole* t» Pro merge and Prospetl 
CPC 4G^sa4/612a r PCW 6256/8512 (Prospell only) 



Save £5! 

VORTEX VALUE 

Any TOO cam oettes only £12.9 D 
Any TWO disci only £22.90 
C PC 4M/G&4/612B 

Three tunes in recent months Vortei have 
released software on the Amstrad, Thiee 
tunes they have ivcn critical and popular 
acclaim. The games are Highway Encoun- 
ter, TLL, and Alien Highway You can pick 
any two of them for a snip. 

Highway Encounter haa been de- 
scribed by some as the most addictive 
game they've ever played. You have to 
guide a TezraCrOn along a hazard-filled 
highway by controlling a dalek-llke Vorton. 

Alien Highway is the follow up. taking 
the game idea several siages further and 
making it harder a till to finish, 

TLL t the odd one out, puts you m 
control of a Tornado Low . Level aircraft 
trying to bomb targets dotted around a 3D 
landscape which scrolls around the- screen 
so smoothly you won't believe it. 

All three games normally cost £fl,SS on 
cassette and £13.95 on disc, so you can see 
our special offer is very special indeed. 



Amor s word-processing program Pretext 
has established itself as an outstanding 
piece of software offering CPC owners a 
range of professional features totally unex- 
pected at the price. 

It is also astonishingly fast. Jumping to 
different parts of a text file, search-and- 
replace operations h moving blocks of leit, 
re -formatting - all are done almost 
instantly. 

Two additional programs vastly in- 
crease its power, ProMerge otters a full 
mail-merge facility allowing you to carry 
out long print runs with details of each 
individual document or letter Wtomatically 
customised. 

PzaSpeH is a fast multi-featured spel- 



ling checker which comes complete with 
30,000 word dictionary. Unlike ProMcigc it 
can be used with other wort-processor 
programs such as Wordstar. 

Now you can buy any of these 
programs at £S off the norma] asking 
prices! So. for example you could buy 
Protect on disc for just £21,96 (or on cass- 
ette for just £14,95}. Or you might prefer to 
go for the ROM versions (which load inst- 
antly and give you extra memory space for 
your documents). These will coal just £34>95 
for Pretext or £29.95 for ProMergv (How- 
ever you will need a separate ROM board, 
not available through this offer, ) 

For full details of these super-low 
prices, refer to the order form on this page. 



SPECIAL OFFER, 





SPECIAL OFFER FORM 



FilHn your name, address and machine 1ype on the reverse of Ihis form. Then piece a lick next to Ihose items 
you wish to order. 



3. Vortex value 

Tick TWO of the titles on 
cassette for £1 2,90. 
I I Highway Enc. cass 
J T.LL cass 
|~ Alien Highway cass 

Tick TWO of the titles on 
disc for £22.90. 

Highway Enc, disc 

□ T.LL disc 

□ Men Highway disc 

4. Mexico '86 
U Cass only. £7.95 

TOTAL NUMBER OF ITE MS TICKED 

TOTAL AMOUNT PAYABLE ON SPECIAL OFFERS 



1. Amor word-processing 

□ Pretext cass E1 4.95 
] Pretext disc £21 .95 

□ Protext ROM £34 95 

□ Prospell disc £19.95 

□ Prospell ROM £29.95 

□ Prospell PCW disc 
O Promerge disc £19*95 

□ Promerge ROM £29,95 

2. Batman 

|_J Cass £6.95 
U Disc £12.95 



5. Gargoyle gasper 

TWO cass titles £1 3.90. 

Dun Darach cass 
(H Marsport cass 

~ Sweevo's World cass 
| Heavy on the Mag ick 

TWO disc titles £21.90. 
| I Dun Darach disc 
Marsport disc 
J Sweevo's World disc 
P] Heavy on the Magick 

6. Rand. Access Database 

□ Disc £26.95 



□ 



I enclose a cheque or postal order forifiis amml plus the total payable tor mail order en the m versa of Uiis 
lomi, The payment is madeojtte FUTURE PUBLISHING LTD. 



PLEASE NOTE 



The*® offers- are separate bom ihe 
ml of our mal) ord *t *ca*m*. Yoa 
cannoi ih the Toucbari on Ihe 
rrvaU order pace to obtain farther 
discounts 4nd fre* gifts - w*'fc 
alraady knocked off the motf w* 
can! However if you pr*faT, you 
may order any of the items on Uiis 
paga at th*i* NORMAL TUht 
Pit ICE through the ordinary mai3 
order scheme on the prorio** 
page, ton can ihen use the reler- 
ut toucher and r If the price is 
6T« US claim a Tree gift. Thi* 
ca eld make ran se s f y ou are ord er-r 
ing aih*r goodt mi the- um« time. 



Save £2! 

BATMAN 

Only £6,95 cut, £12,95 di« 
CPC 

Holy smoke! This fantastic Ocean game 
going at £2 off the normal price of £8 
cass. £14.95 disc. Having wan a hoi, hot / 
rave review in our May issue and (he cot 
slot of June, it just demands to be bought. 

The best 3D graphics yet. Mas^ 
playing area. Bamboozling puzzles, 

Run for if* Roblnl 





ESS 



Save up to £6! 

GARGOYLE GASPER 

Any TWO cassette* just £11.30 
Any TWO discs just £21,90- 

gfc 4M/e64/eize 

Gargoyle have proved themselves tq be 
one of the groaEest independent software 
houses supporting the Amsttad micros. 
Now by picking two of their very special 
games you can save yourself a packet. DUN 
DARACH was iheir first release - a huge 
arcade-adventure with Celtic atmosphere. 
AA Rave 

Then came MARSPORT, another big 
arcade adventure with stunning animation 
but this time a futuristic location. It won the 
AA Mastergame alar 

SWEEVO S WORLD featured Ultimate- 



style 3D graphics, wacky puzzles and en- 
tertaining animation. Another AA Rave. 

Finally there was the innovative Text 
input adventure HEAVY ON THE MAGICK, 
a second stunning Mastergame. 

Three of the games normally cost £9,95 
on cassette and £13.95 on disc, the odd one 
out being Sweevo's World which is £6.95 
cass. £12 95 disc. But whichever two you 
order* this offer provides you a superbly 
economic way of checking out this 
company's challenging, stale-of-the-art 



•FFERS 






Amsfrad Action 
Readers' Charts 



Slitm h*t once it gain hung on to its position at Number 
One with Iwa newcomer* from la it month, D&xter 
atld Spmdiizy in hot pursuit, It hat been a goad month 
for n^w entries with four games In total making their 
debut in the charts- Could one of these become next 
month'* Number One? Or wiU f/rfe stilt fa* there for the 
fifth month tunning? 

The Serious Software chart looks very similar to 
fast month's with the top two programs holding on to 
their favoured positions, Laser Basic has slipped out 
completely and been replaced by The Qufth which has 
returned after spending a month out of the top ten, but 
remember that wo need yw to send in your votes and 
onJy these can determine what will happen In next 
month's charts* 



SERIOUS 
SOFTWARE 
TOP 10 



1.(1) Graphic Adventure 
Creator 

ln«nt:+*<2S 0%) 



The Voting 
System 

Yot anyone n*w to our sraie-of- 
• he-H< 1 1 voting fornw and system 
or anyone STILL having trouble 
here's another run down on wh.it 
TO £0 arid how to no il 

Ynu have at your disposal a 
TOTAL of 10 votes foieach chart 
These can toe sph\ up any way you 
like art up io five titles, but [he 
number of votes you give to the 
different titles must add upio 10. 

Fpr example, on The gamea 
chart you couJd qivv .iU ID voles 
tc a sinato qamo. Or yen could 5 
votes to nno game 2 to another, 
and 1 edch to Ihrfsn Others. You 
iilh nave to tfilo&nt* yout 10 votes 
eo reflect your preferences as ac- 
curaiely as passible. What you 
CANT do is givt* five different 
games 7 oi 8 votes *ach That's 
greedy. 

One funhftr thing you cer- 
tainly can't do ts send in phc-:o- 
copies of the form. Therr- have 
been atiempts at jigger y pukety 
in the pas: so we want to avoid 
any possibility Of it happening 




GAMES TOP 20 



Elite 

rir#budai.S%j 

2-C20) Get Dexter 

pss <;9.3%) 

3. (10) Spmdizzy 

£l«Ctr;C Dreams (7.3^) 

4. (5) Who Dates Witts II 

5. (2) Yie Ar Kung Fu 

bEuguw 

6. (3) Sorcery Plus 

7. (4) Spellbound 

Ma ts:ii e Tronic <3- 1 %) 

8. (8) Highway Encounter 

Vortuc (2.4%) 

9-( ■> Batman 

Ocean (2-4**) 

10.(-)THe Covenant 

PSS (3-3%) 



11. (lG)Itamtoo 

Ocean (2-2%) 

12. (9) Tan CeM 

CKL (2,1%) 

13. (6) Sorcery 

VLrgiTL/AiriSoft L2-Q%y 

14. (1 1)TLL 

15. (1 3)30 Grand Prix 

16. (7) Swecvo's World 

Gargoylft GaniM ( 1 . TO ) 

17. (12) Mar sport 

G-axc/oyi.6 1 Gaines ( 1 .a • i ) 

lS,(ia)Starion 

Melbourne Hcrcs* ( I £%) 

19, (-) Thing on a Spring 

20, («) Commando 

EL 1 w 5y*tai(is 0 - i %) 
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THE ALL-IN-ONE ACTION 

FORM 

This form has been created by the Save-Your-AA-From-Being-Overhacked-Department. You can 
use this side of it to register your high score claims and counterclaims and, most importantly , place 

your votes lor the software you think is greatest. Then you can use the other side to enter our 
Reader Survey and get a chance of winning some software. Atl without doing any more damage to 
the mag than neatly clipping out one otherwise useless page. Clever, innit? Remember to fill in 

your name and address in the box on the other side. 



High-score entry 

I would like to register my high-scores in the following Amstrad games: 



h 
2.. 
3. 



GAME 


SCORE 


TIME TAKEN 


LEVEL 


















I promise these are genuin 
Signed 


ie scores achieved 


without using cheat 


methods. 



High-score challenge 

I hereby challenge the following high scores primed in Amsirad Action 

GAME 

i 


SCORE 


2. 




T :hink the scor e(s) impossible because: 





IGame chart voting form 



1 would ttke to vote for the foliowtag gamete): 



GAME 


SOFTWARE HOUSE 


NO. OF VOTES 


...... 






1.4 






4. 












« , -, ,j 


Total 


nonb*i of votes = 10 



I Serious software voting form 





I would like to vote fox the following piecofe) of *soriou »ft*i»': 




PROGRAM 


SOFTWARE HOUSE 


NO. OF VOTES 








• ,: 












i 1 








Total i 


iimbiT of TOtM £ 10 



AA READER SURVEY 

You could win £25 of software! 

Once again, dear readers, we appeal for your help, We need you tell us some more about yourselves and 
about your thoughts on Amstrad Action. Yourfilling in this questionnaire will help us make the mag what 
you want it to be — and it could also win you some tree software. The senders of the first three 
questionnaires we pull out ol the box on July 10th wilt be sent fabulous AA vouchers entrting them to £25 
of goods of their choice. 

Incidentally the only reason there is a space for your name and address is so that we know who to 
send Ihe prizes to. Vou don H t have to fill in t hose details and needless to say the answers you give will not 
be used for any other purpose than to help us build up a more accurate picture of our readers, 

Having completed the questionnaire, you may also want to fill in the voting forms on the back of this 
page . Then send it to : Action forms. Amstrad Action, Somerton, Somerset TA 1 1 5AH. r 



Name...... 

Address. 



• « • 44 a t H P J -i M I M HH I H i* lit* i 



H « »<4«M*l-lll!rll-kt-k + l-l-M fe-ftl-fci + p + r*! 







Age __UndeM3 
31-40 41-50 



Postcode 

_13 16 _l7-20 _2l-30 
51-60 Over 60 



Sex 



M 



Occupation 



->-rr«-H + B + «i + IP + «Hir» + i 



1. Whal compute* do y ou own? 
CPC454 _CPC6S4 _CPC6128 

_P0W825S _PCWW12 

2. Which of the following do you have? 
.Colour monitor Gf een-screen monitor 

__Green-sc r ecni monr.Qr plus TV modulator 

3. How long have you owned your computer? 

JD-3 mon tins _4- 6 months __7 9 months 
_1 0-1 2 months Over 1 2 months 

4. Which of the folio whig have you bought? 

Extract isc drive Printer Serial interface Modem 

Mouse Light pen _HOM board Joystkk 

_RAMpack 

5. Which oRhe following do you plan to buy in thenMl 1 2 
months? 

E x Era disc drive Printer Serial interface Modem 

Mouse light pen ROM boa nd Joystick 

RAM pack 

6. Bough I y haw much have you spent on entertain men I 
ao ft ware in the last three months? 
_UnderCl0 _£10 20 „£20-3O _C30-40 _E4O50 

_E50-100 _Ovpr£10l 

7. Roughly how much have you spent on serious software in 
the test three monlha? 

_UfKterE10 _C 10^20 _£20-30 _£3CM0 _£40 50 
_£5Q-1Q0 ._6wf E1_00_ 

| + Whal are the most common uses of your computer {tick up 
to three)? 

Games Word-processing . Programming in Basic 

Programming tn othor languages Communications 

Accounts ^Graphics Music Datastorage 



9. Whal are your main reasons for buying Amstrad Action (tick up 
1o three)? 

Game reviews Serious software reviews Type-ins 

_Adventur & section Cheat Mode ReActio n 

Advertisement Learning programming or CP/M 

_Humour Game maps Special offers News 

_Co mpeE tian s Reviews of add-ons 



Other.. 



10, On average how many othef people read your copy of 
Amstrad Action? 

None 1-2 3-4 5-6 7 or more. 

11* Below Is a list ot topics. Please place a tick rte jct Iq those you 
would he very interested to read about, a cross by those you 
would no! be at all in teres led in. 

_Prog ramming in Basic _ Machine code Pascal 

Logo CP/M _ So hvvate house profiles 

Computer book reviews Educational software 

^ Business computing 

12. Which magazine sec I ions would you like given more space 
and which less (you musl placethe same number qf lick* m the 
'Less' column as in lh& "More !)? 

Mote Less Same 

Arnscene(news) 

FteAdbn (letters) _ 

Serious Software (reviews) 

Plug-ins (revtows of add-ons) _ 

Type-ins {program listings) 

Action Test (game reviews) — _ 

Adventure , 

C h ea t Mode ( pi ay i n g Bps , Pc kes} 

HI Score _ _ 

Mail Order/Special offers _ 

Cornpetittons _ 

13. Please number the Vol towing magazines in order of 
preference (your fa vou rile should be number 1 — ignore any 
you ore not familiar with), 

Amstrad Computer User 

_Compuang with the Amstrad 

Personal Computer World 

Computer and Video Games 

Your Computer 

_Amtix 
w Am$irad Aciion 

14. How could Amatrad Aclion be improved? 



O^hor (specify).. 
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Alien 

highway 



E N C u 



1 



If 

mh m 




HISTORY recalls 1+ie epic 'Highway Encounter, 1 

The attempted domination of Earth by the 
dreaded Alien aggressor was foiled by the power 
of the Vortons, 

NOW the sequel is launched. 

'Alien Highway] Where Vorton meets Alien, 
in the ultimate encounter. 



PLEASE 5-tKIO ME 

AMSTRAD CPC 



7 TAPE V v DISC 7 
QEB.95 Q£13.95 



SPECTRUM 4$K 

TOTAL VALUE 



OE7.95 



MAME 



ADDRESS 



SNQOSt SO/CHSOUE WMl? TO VOITTFX SOFTWAltE fiALBl LIU 
SEN O tO VOWTtn $OfTW*ftt (SALES} ..TD. 2* KANSAS AVfc SiALFORD MS 2GL 



AMSTRAD CPC v SPECTRUM 4 8 K v 



Another great new game from 

Bubble Bus 




Shekhana Computer Services 




AMSTRAD + 
COMMODORE 64 

|pK^ bubble bus software 

$ " OT High SlPMt. ramwrdge. K«rt TH9 IflX 



Eft HJ* 12.M 

IhlBAiJidf. JrW *7l 

CV^i-w V S-*5 7-M 

7i>vwTtbrt#, ,u.m ig« 

fUflft*. n B.M 

SMtvmi B±fep» 

Sfcyfot r« 

Sotctfy. J£S 

Antffcfe .J,I3 ?JC 

ftr/r^jwi 7.*0 

¥q*W#i. rr i„ kkr M$ 

MMtHflt..-. 1J-5C 

V,r^K^lj 

M.vtra*l fcfj 

StnfcMp... . *.*5 7.W 

Mi OtftoB. . . 4 .9* 12 *5 

UwvQra 14.95 Ji.Pi 

WjvtftKcTw'* 7-50 

Oe^r.Rjtt.. ,. rr JJ5 ?.*J 

Sfiy-r^ .9,95 T*0 

: J.ftS ^1* 

Tufcofe^ MS Mi 

TwGri 7,50 

Aj imAi J ! -ad AJi£n)*.5S 7 ST; 

JU.k irJ Vn«Lr. jj£ 7.SC 

TTwHje TiMOfv. 9.95 T.SC 

VEiUnUk 24.9S 32.£C 

S^lnr*.. ,.MS 7.H 



)(jij|wnF,n»#M(..J.M 6.7 J 

JDOwrifta, ?,« 7 ViP 

r5ri.MNr*n i? r « itjj 

flMitliw) 

IDCyittOwttr ,995 T.5-J 

Mw^. JJS 7.J4 

r«lil*.„ 7 5* 

,9,M 

UiM $*M J.M 6.7S 

SietFW«MGdr. 9-7J 7.95 

KMKT.m, p 7 JO 

$'iw*Jfl~ 7^0 

K^Miwt ...9,« 7 JO 

Ckrltatf 9,M 7 JO 

LtattHUy h ! vch- P „,4-tt 7 JO 

KjiiltACwm. JJ5 4,75 

W*n I , ..(.95 fc-75 

nw .b.?5 &1S 

<j^W.^ 1-50 

SwwtU i.W 6-7* 

.^frrtf $.9$ 7.50 

Tehn*tc_.. 9.95 7.« 

fZjrtvniiuLBfi - PSS .9.95 7 95 

birrfuvf.rri. .....9,91 7,S() 

Darfff Rwwr *,« 7.50 

Futon****? . *9S rt.7S 

W,t,itis,v-'v- ..9.45 7.95 



i*«vx _ « ^» 

l*c IW of Mttrih.„9.«3 7 J& 

flcMfrifl .9.95 7.» 

Ht** ■ A.9S &7S 

S*-*t Fw ltuiHT „9.f S 7.93 

DiSM 

rii^Pte..,. ».9S 11.93 

W#y*f=»Ti#f€ t*,93 H.W 

, 17.53 1*W 

c:«l>txstr UJWt 

So#ffiy UJi 

i(H4Mt«0f^ ..,14,95 UJ9* 

U.n.f!:V.:*3: L7JO 

A»:tw^5lS 344f5 

K16...... r .. rrr ,1993 J7.95 

Br V^.wl Li.il |7^S 

BnteF!4)fT5„ ,. r .159; I5J95 

|J,95 12.95 

S1wwa iiitt1 14.95 12.95 

rnOt., ...U.95 12,95 

So£fliM*l^2.. U** 12-95 

fr«nujv.„ , N.95 12.95 

MiwDjc ^ J 2,99 10.99 

* 44.45 4 5.fMl 

H MTftcrjr 1 1 .49 I G.99 

B«witr.. 13.95 11,95 



£PFjttAL OFFER IVIII1.E STOCKS I. AST. J - BOX OF 10 OHW SA.tH). iSf: p t K 

FOR MAll,ORnFR: CKQROPAYABLETO 
S t : K (A. A.) H'_C J. H( IX 391 1 JtlMHlK M 5 * 1 1 - * Kl f F I If INK »1 -NCHt 3 L 56. 

P * F jmttJ&m M VJ( EUROPE ADD / J PER TAPE. ELSEWHERE AT 
COST. SA E FOR FULL UFr. 



IF YOU WOULD LIKE TO PICK UT YOUR DISCOliNT SOFTWARE 
BRLVG ALONG YOUR COPY OF'JfllS AllVERT'llO 
UNIT 5, 111 TOTJ EMIAM COURT KOAP k LOMH>N 1V1R9AR 
{NEAR GOODGE ST TUBE OPES 6 DAYS A WEEK AAf - 18.00 PM 

ACCESS AND VJSA HOT UXE PLEASE RlftG 01-631 4627 
CREDIT CARD OWNERS DES PATCHED S AME DAY ■ SUBJECT TO 
rm AVpMLARlUTY. 

F7_5 * FCRNEWXVLEA 5ES t PLEASE RJSG TV CCmwmf A VAIfAXMJTY. 




AMSTRAD 
RAND SAL 




AMSTRAD SOFTWARE 



MANi: MINER 


E2il?S QUACK. A ... i U K 


£2 SO 


CRA^V CCif 




JE 1 " BOOT JACK 


•:2 


LAStRWAHP 




" l ie N HMfcA< lfs 


CZ l-0 


A'OM SMASHED 




&N00K£« 


E D 


GrMS Of STfiAQtfS 


£2 SO 


HOME BUDGET 


:"fi 


HAPRtERAtTfflSpC 


£2.50 


STEVE IiA-.-L5 5NOG«€fl 


■ 5 


BEAC M HEAD 


f4 F-0 


FlAID ! 


lA 50 


AUEN 


CZ B5 


SUUNTV BUB 


E3SS 


Hitj-^Ar 'E ■ 


E# Sfi 


4J7ANT VI0N~Y 


£3 SO 


: : k : ;= r^F-.r-.r~s 








AW EPIC 4 N rOOT&All. 




KER0EB GF tJUW 


[3&T3 


T.LL 






£3 M 




E3 55 


: 3RES" ATV^OfiLOS tNP 


«M> 


TRIP0D-5 


a 95 


STp2:ie.WAR*iT 


E ? &0 


CQDHtAMEHAT 1 




hU*U£fl RJilER 


E3 95 




t3SO 


SA^f "iM..F 




CAULDPOK 


£4 2E 


3ATT_E F-uR MIDWAY 


. ( u_ 




13 50 


&UE*1 ? 




Jl AGGER 


i" ? - " 


FVFRV3rN= S A WALLY 


EM. 95 


STAR CDM\1A^DC' 


l: 55 


^CA CUR5-: 


£2 50 


4STR0 All tu* 


£2 .so 


EEP1CMAGE rSLAND 


i2 60 




ifS &5 


=1 M£T W DtATf 


12 .&0 


2AflC STjB R 


[4.50 


P 3F L700M 


■ 3 SO 


TfllAL ARN^lp [iLACKWOO^ 


C.2.3& 


AMfASL* D AMOS j 


□ SS 


FG0T3ALL MANAGER 


t: W 


GFiAVD W >: DRIVER 


f2 9 = 


_UC<.'V FH JIT& 


CI.3E. 


ivSG0_^ 




BAttLEO? TW- P.ANE'S 




2LABEIC ADVEMuJ-E 


C2 50 


-EC^Nlc:.l^ , ■■i "Li"- 




HfcA "HP jW a.T.C 


13 95 




■ 4 


"I' K.JNft IN L*f. V-ETiAS 




ALEic PIGGINS WDRLQ SNDOKIP 


: i :- 






ANDROID 2 


n.n 


Ar-y^i^ti eurr*ftOv ivfrinbi* in 

t\K,\i$¥ \ht\A bllMlA .Hh J Oi -! ■ ( - 1 1 ■ 




ON THE QC*i 






SPACE HAWKS 






SPANNE^HA^J 


i; in 




30 INVAfiFAS 






ELECTRO FRI30 r 








MABFEfl ChEJS 








^* n^uf Pf«/#ny cyiu/jj .jijd/u | 



SELECTED 
AMSTRAD 
PROGRAMS 



C A3 S ETTE SOFTW AR E OUR 

TITLE RRP Pfl?CE 

WITJTffi 7.5C 

BOf/EJACK B95 6.95 

BROCE L£E,™ 95 7. 50 

COM MAN CO .._ 9.95 7,50 

10 COMPUTE!! HITS 2 3.95 7 5C 

RAMESO.. ass e„9& 

VIE AR KUNG flJ , .... .. 8.95 E.95 

EXPLCONQ FIST,,,. -9.95 7.50 

DUN DARACH. ._9.95 7.25 

&OS!j A M LLSC\ _ .9.95 7^ 

SOLD A MU-ION ^ 3-35 7.50 

BATMAN., .3.55 6.95 

FAIHlKiHT. 9.95 7.50 

RfiDMOON.. 6 r . Z 

<j(ET DEXTER..—....- J9.&5 7.50 

ROCK *N WREST Lfc ,-.-.9-S5 r : : 

SP TORE ^,95 7 JO 

BARRY McGUKSAW _ 9j93 7_K> 

AL : EN HIGH WAV ....£.95 6 95 

MOON CRESTA..._...._ 7.95 BJSQ 

SABOTEUR - -.--—£.95 6.95 

MONOPOLY-- _J9.95 7.5!) 

K ! J 2 HT LORE 9.95 7-25 

D "HO MPSONS SUPER ..S.95 6-95 

WYPERSPORTS_ B,95 

FRA^§K BRUNO- _.3.9& 6.95 

W*0 OAHf S WWS 2 S.95 6,95 

3D STUNT R «ER.._ J.9S 6.95 

3D G a AND PRDC .9-^ 7.5G 

D Ts DECATHLm. ft,9& S 95 



DISC SOFTWARE ouh 

TITLE HFIP PRIC^ 

MSN L Of F iCE 2 1 9.S5 1 ^.95 

SORCERY 2 ^13;fl5 11.95 

LORDS Of M!CNlSHT. m 13.95 11.95 

BATMAN H.95 12.95 

3D CYRUS CHESS ^1 3,95 1 1 .95 

FRANK BRUNO .1 3l95 1 1 _&5 

SGflABBLE_._ .14 95 1295 

30 BOXING - .. .13.95 1T.9S 

rAira_5GHT . ,i4 T 95 i2.« 

FIGHTER PLOT. 13.95 11.95 

GLEN HODOLE^.. 13.95 11,95 

TAU CETL 1 *-95 1 2,05 

HYPER SPORTS.- ,..,,.1 2,95 1 0-95 

3D GRAND PRIX .13.35 11.95 

3D STUNT RIDER ^-3,95 1 1,95 

STAIRWAY TO HSiU™..1 1 1 

J UUP JET_._ ._. ' 3.9S 11J95 

WAY OF THE TsGER ^96 12.95 

BARRY M^3UK3AN • 4.99 1 2-95 

DUN DARACM ^1^9(8 1 1_95 

MARS PORT ' 3L95 \ 1 .95 

SPY vs SPY, .1 4.95 1 2-35 

YIEARKU^GfU.^ .12.95 :0 95 

SPITFtRE AO.. 14.95 1295 

ALEX HIGGIMSPOOL_ .12.95 t0.95 

MOON CRESTA.— _1 2.95 1 0.95 

SOLD A MK1JC3N-._ M ,». i 4,95 i 2.95 

S-DL" A M LLICV £ 1 A f>5 T 2.95 

ALEW H K3HWA Y„™ „-1 ^96 1 1 SB 

FORBIDDEN PLANET .... n A 95 1 2 35 



ALL PRICES INCLUDE VAT AND POSTAGE & PACKING 
[Ovinias onitre ndd CI per itnm) 
Ctoquro/PO taya^fl so: 

C & F ASSOCIATES 

a™i sord !o: 

CSF ASSOCIATES {AA}, P O BOX 2, BJDEFORO, EX393RE 
Tel: (023 73} 819 
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NODES OF YESOQ 








A1PUTER CRAPHCS LTD. 

SPECTRUM - COMMODORE 64 AMSTRAD - 

C t4O0£S OF YESOO" ISA COPYRIGHT OF &.T.PLC 



® 





SALES 01-379 6755 



01-240 9334 
INTERNATIONAL 44-1-379 6755 




murium irt iiimiiimi inn 11 1 imi in minmiiiiriiiiit i i m ri 1 1 iui 1 1 hmi 1 1 nil i niiii i iiiii 1 1111 1 iumi i nun utti nim i inn i nri mi i imi 

JUST YOU AND A CAR NAMED 

"KITT" 




THE ULTIMA 



SPFCT KUWfeK 
SPECTRUM 48K, 



VINGTEAM. 



COMMODORE «4 



£8-95 



SPECTRUM ISK ^\\ J * ff AMSTRAD 

Ocean Software Limited 6 Central Stieetjj^eAeir M2 5NS Telephone: 061-832 66B Telel: 669977 Ckeans G 

Occ.ni ^|^HP ifi .'iv.nl tblt- i'i Dm m: i-<„ r-. 5 d br^ kIics ol: 



ifP' , VV 1 1 S.M llll /Jl'liJJJI JJ I J WfflXWQffTH LflSKfS . fMKbefo ws Qr^ns . bpcc^um 5ht.^|tfl aft good software deafer* Tr^de cnquiiiei wcko^ic. 

1 1 i I 1 1 1 r 1 1 r i 1 1 1 # tSS ? Un \smrml City SturiiCttL 'Inc. iM I rights reserved * a If ady s jiant ot ay licensed by Unl W rsai City Studied *m I \ \ n H M i i II ! it M ! 1 1 1 N I 



